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PREFACE. 



Of the numerous publications on the game 
of Chess^ Stamma*8 Treatise appears to be 
less known than it desenres; this may be 
chiefly attributed to the notation adopted by 
him, which is generally considered so tedious 
and fatiguing, that the fklitor has met with 
remarkably few persons who have played the 
whole of his games. 

In presenting this edition to the public, 
the Editor has endeavoured to render it more 
useful and instructive than the prectding edi- 
tions ; he has consequently fsntirely discarded 
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Stamina's notation of the games^ and has 
adopted that used by Philidor, which is now 
so well known that a description of it is un- 
necessary. Many of Stamma's openings are 
scientifically played, and should be known by 
every amateur ; it must however be confessed, 
that had he made remarks on the principal 
moves, much more improvement would be 
derived from studying them ; the Editor has 
endeavoured to supply this deficiency by oc- 
casional notes and observations. 



All the critical situations are here given 
in diagrams, in the same manner as in the 
Editor's "Oriental Chess:" the advan- 
tages this method possesses over all others 
are generally acknowledged; not only does 
it facilitate placing the situations on the 
chess board, but it even renders the use of 
one unnecessary, as very little practice will 



enable the amatear to play the situation from 

« 

tbe diagram only, and to many this will be 
attended with more advantage than using the 
board, on which some players are too apt to 
move about the pieces, until, after repeated 
trials, they find out the proper moves ; however 
amusing this may be, the amateur may rest 
assured that he will derive but little instruc- 
ticm from these positions, unless he endea* 
vour to discover the method of winning or 
drawing them before he moves a piece. 

The Editor has not^followed the same 
order in the situations as Stamma, but has 
arranged them according to the number of 
moves in which die checkmate &c. is effected, 
beginning with the easiest ; in a few instances 
the Black may delay the checkmate beyond 
the given number of moves, by sacrificing 

one or two pieces ; the Editor has, however, 

b 
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not thought it necessary to make any altera- 
tion in the diagram on that account, he there- 
fore still calls that a checkmate in six moves 
which may by one or two useless sacrifices 
be delayed to the seventh or eighth move. 

All the situations have been repeatedly 
and carefully examined, and the Editor trusts 
they will now be found free from error.* 

The solutions are printed separately from 
the diagrams, and the reader is recommended 
not to refer to them until he has in vain en- 
deavoured to find out the proper method of 
playing the situations, for it is unquestionable, 
that more real improvement will be derived 



* An error remains to be corrected in No. 48, page 184; the 
Black Kt. should be placed on Black K.'s third square, instead of K. B. 
square : in the situation as printed the checkmate can be given in five 
moves. 
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from attentively studying one situation, than 
from playing a dozen with the solutions. 

As the "Advice to young Players" con- 
tains many useful remarks, it has been in- 
serted in this edition ; and nothing has been 
omitted but Stamma*s Preface, which is not 
peculiarly interesting. 

W. L. 



Nassau Sireei, Soko, 
June, 1818. 
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EXPLANATION 



OP 



THE FIGURES USED IN THE DIAGRAMS. 



^ King 
^ Queen 
Q Rook 



£J Knight 



Pawn 



The Red pieces are supposed to have been 
placed at the beginning of the game at the bottom, 
and the Black at the top of the diagradi. The Red 
has invariably the first move. 
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ADVICE 



TO 



YOUNG PLAYERS. 



Your first Yiew should b^ to open the game so as 
to make way for jour pieces to come out, that you 
may post them advantageously, and have them in 
readmess, both to attack and defend. 

This is best done by advancing proper pawns ; 
these are the king^s, the queen's, and the queen's 
bishop's pawns. The three pawns on die king's 
side shoidd remain unmoved, in order to guard him 
and aecure a retreat for him when he castles. 

Casde as soon as you can c< mvenient ly. This 
is sometimes so necessary to be done without delay, 
that it may be worth whil^ to abandon a pawn 
radier than lose the opportunity. 

If you bring out your pieces too soon, before 
you have opened their road, they will confine your 



pawns and crowd your game ; if you play them near 
the adversary^ so that he may drive them back by 
pushing his pawns, the same bad consequence must 
follow ; in this case you lose a move, and that alone 
may probably be the loss of the game ; your adver- 
sary perhaps gains a move on his side that helps 
his game forwards ; or it may be in his power to hunt 
your piece till he catches it, or drives it where it 
may be useless to you by the difficulty of bringing 
it again into play; thus you may lose several 
moves. 

One exception to this rule is, when you play a 
piece thus, in order to get into a safe and advan- 
tageous post at the next move. 

But in general it is best to bring out your pieces 
under the protection of your pawns, which likewise, 
by being advanced, leave places of safety f6r th^kn 
to retire to in case they are driven, though you 
must avoid exposing them to it. 

Never let your king lie in danger of receiving a 
check by discovery, that is to say, in such a posi- 
tion, that your adversary by removing one piece 
opens a check by another behind. 

A double check may be still worse. 

If a pawn stands before your king in a direct 
line, and it is in your power to take it with a piece, 
look first whether your adversary tannot pin that 
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piece dowiiy by bringing a rook behind it, and lake 
it at die next move, either with his rook or by 
pushing a pawn upon it. 

If your adversary plays or leaves a piece, where 
it lies in your power to take it, as you may at first 
sight think, for nothing, do not immediately con- 
clude it to be through inadvertency, especially if he 
is a good player ; but consider whether by taking 
it you do not expose yourself to a mate, or at least 
to pay too dear for what you get. 

Sometimes a bait of this kind may lead even 
your queen into a place where she may be so en- 
tangled, or detained out of the way, as not to be 
set free in several moves, if at all, to come to your 
assistance. 

He that has a piece or a pawn advantage, is 
commonly in the right to make an exchange as 
often as he can conveniently ; it increases the odds 
on his side, for two to one is greater odds than three 
to two; yet let him consider before he does it, 
whedier he may not lose a move instead of getting 
one,^ or mend his adversary's situation, and perhaps 
spoil his own. 

Concerning the Second Part. 

If a young, or a middling player, when he sets up 
any of these positions, will endeavour to find of him* 
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self ways to win them without looking into the di« 
rections, I think he must improve by it. This 
method continued^ will use him to take a view of 
both sides of the game, and examine where their 
strength^ and their weakness lies; to form some 
scheme for an attack ; to consider how to b^in 
this attack, and kow to support it; as also which 
of his adversary's pieces can annoy or obstruct him ; 
lastly, to reckon and carry several moves on both 
sides in his head. 

In some of these games I have given the Ipsing 
side some pieces that might be left out, since they 
are so placed that they can do no service ; but they 
shew the disadvantage of a crowded ill-disposed 
game, and that, by bad play, several pieces may lie 
quite out of the way, or be so choked up as to be- 
come useless by their position. 



ST A M M A. 



Jfist (Swm. 



1. 

White* K P. two squares 
Black. The same. 

W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

3. 
W. K. B. to Q. B. fourth square 
B. The same 

4- 
W. Q« P- one -square 
B- The same 

B 



_t« \- .<^.<ji». •• 
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5. 
W. K. Kt. to adv. K, Kt. fourth square* 
B. Q. to K. B. third square t 

6. 
W. K. B. takes K. B. P. and checks t 
B. K. to his B. square 

7. 
W. K. castles 
B. K. R. P. one square 

8. 
W. K. B. takes K. Kt. 
B. K. R. P. takes Is;. Kt 

9. 
W. K. B. to adv. Q* fourth square 
B. Q. Kt. to adv. Q. fourth square § 

10. 
W. Q. B. P. one square 
B. Q. to K. R. third square 



* This move is exceptionable, the attack being premature, it would 
be better to castle or to play Q. B. P. one square. 

t This is a better move than plajing K. Kt. to K. R. third 
square. 

X White instead of this move should castle, or play Q. to K. Bie^<xn4^ . 
square. 

$ This is a very good move, as it prevents the White from playing . 
his Q. to K. B. third square, which would considerably weaken tlie 
attack of the Black. - ^ 
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11. 

W. K R. P. one squve 
B. Q. B. takes K. R. P. 

19. 
W. Q. B. P. tikes Q. Kt. 
£. Q. B. takes K. Kt. P. 

13. 
W. K. takes Q. B. 

B. Q. to adv. K. R. diird square^ diecks, and will 
check-mate the next move. • 



FIRST VARIATION, 

BBOINMIHG AT THE SBVBMTB MOVB OV TBB WHITE. 

1. 

yf.K.P. two squares 
B. Ute same 

2. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B, third square 

3. 
W. X. B to Q. B. fourth square 
B* The same 

4. 
W. Q. P. one square 
B. TAe 5a»i€ 
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5.' 
W. K. Kt. to adv. K. Kt. fourth square 
B. Q.to K. B. third square 

6. 
W. K. B. takes K. B. P. and checks 
B. K.to his B. square . 

7. 
W. Q. to K. second square 
B. K. R. P. one square 

8. 
W. K. B. takes K. Kt. 
6. Q. Kt. to adv. Q< fourth square 

9. 
W. Q. to her second square 
B?P. takes K. Kt. 

^ 10. 

W. K. B. to Q. B. fourth square 
B. Q. Kt to adv. K. B. third square and checks 

11. 

W. K. Kt. P. takes Kt. 

B, Q. takes P. 

12. 

W. K. R. to K. B. square 
B, K. R. takes K. R. P. 

13. 

W. Q. B. P. one square 

B. Q. B. to adv. K, R. third square 
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14. 
W. Q. P. ODe square 
B. Q. B. takes K. R. 

15. 
W. K. B. tekes Q. B. 
B. P. takes P. 

16. 
W, P. takes P. 
B. Q. R. to K. square * 

17. 
W. Q. Kt. to Q. B. Aird square 
B. K. B. to adv. Q. Kt fourth square. 

White must evidently lose the game. 

SECOND VARIATION, 

BEGIHinifG AT THE TH U T rE BH TH MOVB OT TBV Pf RIT 

VARIATION. 

1. 

W. K. P. tnfo squares 
B. The same 

W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. JB. third square 



Tkis is mtch better than taking the Pawn with the Queen. 






3. 
W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q. P. one square 
B. 2^ ^ame 

5. 
•W. X. K^. fo ado. K. Kt. fourth square 
B. Q. ^0 K. B. Mird square 

6. 
W. K . JB. takes K. B. P. and checks 
B. K,to his B. square 

7- 

W. Q. ^0 K. secowd sqvure 
B. X. E. P. owe square 

8. 
W. K. P. #aftcs K. Kt. 
B. Q. K^. ^0 ado. Q, fourth square 

9. 
W. Q. to Acr second square 
' B. K. P. P. takes K. Kt. 

10. 
W. K. P. to Q. B. fourth square 
B. Q. Kt. to adt?. JC. P. tAiW sjware and cAecfts 

11. 
W. P. taftes Q. Kt. 
B. Q. takes P. 



12. 
Vf. K. R. to K. B. square 
B. K. R. takes K. J2. P. 

13. 
W. Q. P. one square 
B. P. takes P. 

14. 
W. K. B. to K. second square 
B. Q. takes K. P. 

15. 
W. Q. takes P. at adv. K. Kt. fourth square 
B. Q. B. to K. B. fourth square 

16. 
W. Q. to K. B. fourth square 
B. Q. takes Q. B. P. 

17. 
W. Q. Kt. to Q. second square * 
B. Q. R. to K. square 

White must lose the game. 

THIRD VARIATION, 

BBGIHNINO AT THB 8BTB1ITH MOTB OF THB WHITE. 

1. 

W. £• P. ttsH) squares 
B. The same 



• If tlM White take ibe Book, Hack wSU win the «;aae in three 
moves. 



^ 



8 

2. 
W. K. Kt. to K. B, third sqtiare 
B. Q. Kt, to Q. jB. third sqiuzre 

3. 
W. K. B.to Q. B, fourth square 
B. The same 

4. 
W. Q. P. one square 
B. The same 

5. 
W. K. Kt. to adv. K. Kt. fourth square 
B. Q.to K. B. third square 

6. . 
W. K. B. take K. B. P. and checks 
B. K.to K. B. square 

7. 

W. Q. to Q. second square* 
B. K. R. P. one square 

8. 
W. K. B. takes K. Kt. 
B. K. takes K. B. 

9. 
W. K. Kt. to K. B. third square 
B. Q. B. to adv. K. Kt. fourth square 



* If the White play the Qaeei\ to K. £. third square. Black will 
gun a piece by ezchang^g Queens, and then advancing K. R. F. one 
square. 
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10. 
W. Q. to her square 
B. Q. Kt. to adv. Q. fourth square 

11. 
W. Q. Kt. to Q. second square 
B. Q. R. to K. B. square 

12. 
A¥. Q. B. P. one square 
B. Q. Kt. takes Kt. and checks 

13. 
W. Q. Kt. takes Kt. 
B. Q. B takes Kt. 

14. 
W. P. takes Q. B. 
B. Q. takes P. 

Black will gain a pawn with a good position. 

« 
FOURTH VARIATION, 

BXGINHI1I6 AT THB TSNTH MOW OF TBB THIBD TAMIATIOlf . 

I. 

W. K. P. tfffo squares 
B. The same 

2. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

S. 
W. K. JB. to^Q, B. fourth square 
B. The same 



JO. 

4. 
W. Q. P, one square 
B. The same 

5. 
W. £• Kt. to adv. K* Kt, fourth square 
B. Q. to K. B, third square 

6. 
W. £. J3. ^aftes £• JB. P. aiuJ cAecA^ 
B. £. ^0 £. J3. square 

7. 
W. Q. ^0 Q. second square 
B. £. i2* P. ome square 

8. 
W. jK. JB. ^ato X. X^ 
B. K. takes K. B, 

W. K. Kt. to K. jB. third Square 

B. Q. JB. to adv. K. Kt. fourth square 

10. 
W. K. Kt. to its square 
B. Q. R. to K. B. square 

11. 
W. K. B. P. one square 
B. Q. to adv. K. R. fourth square and checks'*^ 



* This appears to be a useless check, as the QiieeD maybe imine- 
diatel J forced to retreat by the advance of the K» Kt. P. this is, how- 






u 

12. 
W. K. Kt. P. one square 
B. Q, to K. B. third square 

13. 
W. Q. to her square 
B. Q. Kt. to adv. Q. fourth square* 

14. 
W. Q. Kt. to Q. second square 
B. K. to K. R. second square 

15. 
W. Q. R. P. one square f 
B. Q. R. P. two squares 

16. 
W. Q. Kt. P. one square 
B. Q. R. to K. B. second square 

17. 
W. Q. B. to Q. Kt. second square 
B. K. R. to K. B. square. 

Black has the better game. 



ever, rather in faTour of the Black, as the subsequent moyes show ; 
had the White moved the K. to Q. square, Black would have gained 
a pawn after taking K. Kt. with K. B. 

* Black should take K. Kt and then K. B. P. 

t It would be better to move Q. B. P. one square. 
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FIFTH VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THE FOtJHTH 

ViLRIAnON. 

1. 

W. X. p. trvo squares 

B, The same 

2. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

S. 
W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q. P. one square 
B. The same 

5. 
W. K. Kt. to adv. K. Kt. fourth square 
B. Q. to K. B. third square 

6. 
Vf.K. B. takes K. B. P. and checks 
B. K. to his B. square 

7. 
W. Q. to Q. second square 
B. X. E. P. one square 

8. 
W. K. B. teAes K. X^ 
B. X. fafccs X. B, 
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9. 
W. K. Kt. to K. B. third square 
B. Q. B. to ado, K. Kt fourth square 

10. 
W. K, Kt. to its square 
B. Q. R' to X. J3. square. 

J 11. 

W. X. Byone square 

B. Q. fo ado. X. R. fourth square and checks 

12. 
W. K. to his B. square 
B. K. B. takes K. Kt. 

13. 
W. K. takes K. B. 
B. Q. B. takes K. B. P. 

14. 
W. P. takes Q. B. 
B. Q. Kt. to adv. Q. fourth square 

15. 
1¥. Q. to K. B. second square 
B. Q. Kt. takes P. and checks 

16. 
W. K. to K. Kt. second square 
B. Q. to adv. K. Kt. fourth square and checks 

17. 
W. Q. to K. Kt. third square 
B. Q. Kt. to adv. K. R. fourth square and checks. 
Black wins the game in two moves. 
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W. K. P. two squares 
B.the same 

2. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

3. 
W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q. B. P. one square 
B. K. Kt. to K. 6. third square 

5. 

W. Q. Kt. p. two squares* 

B. K. B. to Q. Kt. third square 

6. 
W. Q. Kt. P. one square 

B. Q. Kt. to Q. R. fourth square 



* It is geaerally bad play to advance the Knight's or Rook's 
Pawns early in the game. 
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7. 
W. K. Kt. takes K. P. 
B. Q. -P. two squares* 

8 
W. K. P. takes Q. P. 
B. Q. Kt. takes K. B. 

9. 
W. K. Kt. takes Q. Kt. 
B. Q. takes P. 

10. 
W. Q. to K. second square and checks 
B. Q. B. to K. third square 

i\. 
W. K. Kt. takes K. B. 
B. Q. takes K. Kt. P. 

12. 
W. K. R. to K. B. square 
B. Q. R. P. takes K. Kt. 

13. 
W. K. B. P. one square 
B. Q. takes Q. and checks 

14. 
W. K. takes Q. 

B. Q. B. to adv. Q. B. fourth square and checks. 
Black has the better game. 

* Black would recoTer the Pawn either by taking the K. B. and 
then the K. P. or by castling. 
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FIRST VARIATipN, 



\ 



BIGINHIIIO AT THB TWBUTH MOVE OF THB WHITE, 

1. 

W. K. p. tuH) squares 
B. the same 

2. 
W. X. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

S. 
W. jK. B» ^0 Q. B. fourth square 
B. ^A€ 5am€ 

- 4. 

W. Q. B. P. one square 
B. £. £^. ^0 £• £• third square 

5. 
W. Q. Kt. P. fa^ squares 
B. £. £. ^0 Q. £^. third square 

6- 
W. Q. Kt. P. owe square 
B. Q. li[f • ^0 Q. R. fourth square 

7. 
W. K. X^ takes K. P. 
B. Q. P. two squares 

8. 
W. K. P. takes Q. P. 
B. Q. Kt. takes K. B. 
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9. 
W. K. Kt. takes a Kt. 
B. Q. takes P. 

10. 
W. Q. to K. second square and checks 
B. Q. B. to K. third square 

11. 
W. K. Kt. takes K. B. 
B. a takes K. Kt. P. 

n. 

W. K. Kt takes ^. R. 

B. Q. takes K. R. and checks 

13. 
W. Q. to K. B. square 
B. Q. takes K. R. P. 

14. 
W. K. Kt. takes Q. B. P. and checks 
I B. Q. takes K. Kt. 

I 15. 

W. Q. B. to Q. R. third square 

B. Q. B. to adv. Q. B. fourth square 

1«. 
W. Q. P. one square 
B. Q. B. takes Q. Kt. P. 

Black has a decided adrantage. 



SECOND VARIATION, 

ncnnmio at the hxth uoti o* tbb v 

1. 
W. K. P. two squarei 
B. the same 

2. 
yf. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

$. 
W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q. B. P. one square 
B. K. Kt. to K. B. third square 

5. 
Vf . Q. Kt. P. two squares 
B. K. B. to Q. Kt. third square 

6. 
W. Q. to Q. Kt. dkird BqUare 
B. K. castles 

7. 
W. Q. P> one sqiiare 
B. Q. R. P. two Bquares 

8. 
one Bquare 
I square! 
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9. 
W. K. P. takes P.* 

B. Q. R. P. one square 

10. 
W. Q. to Q« R. third square 
B. Q. Kt to Q. R. fourdi square 

11. 
W. K. castles 
B« K. P. one square 

12. 
W. E. Kt. to K. square 
B. Q. B. to adv. K. Kt. fourth square 

13. 
W. K. Kt. to Q. B. second square 
B. Q. B. to adv. K. second square 

14. 
W, K. R. to K. square 
B. K. P.takesQ..P, 

The moves of the Black are skilful, those of 
the White are very ill played. 



THIRD VARIATION, 

BBSimmiO AT THB BLaVKllTB M OVl 0W THt tUOlf D 

TAaiATIOir. 

1. 

W. jK. p. ^d smiares 
B. The same 

* White oDght to tike Q. Kt. instead of taking Q. P. 
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2. 
W. X. Kt. to K, B. third square 
B. Q. Kt, to Q. JB. third square 

3. 
W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q.B. P. owe s^'tmre 
B. K. Kt. to K. B. third square 

5. 

W. Q. Kt. P. two squares 

B. K. B. to Q. K^ tfurd square 

6. 

W. Q. to Q. K^. f AtW sjtiflre 

B. K. castles 

7. 
W. Q. P. one square 
B. Q. JR. P. ^0 squares 

8. 
W. Q. K^. P. owe square 
B. Q. P. ^tro squares 

9. 
W. X. P. takes P. 
B. Q. H. p. owe sgrtMire 

10. 
W. Q. ^0 Q. JR. tAird square 
B. Q. X^ fo Q. R. fourth square 



£1 
11. 

W. Q. takes Q. R. P. 

B. Q. B. to adv. K. Kt. fourth square 

12. 
W. Q. Kt to Q. second square 
B. K. R. to K. square 

13. 
W. K. castles 
B. K. P. one square 

14. 
W. P. takes K. P. 
B. K. Kt. takes P. 

15. 
W. K. B. to Q. third square 
B. Q. B. takes K. Kt. 

16. 
W. a Kt. takes K. Kt. (or A) 
B. Q. B. takes Q. Kt. 

17. 
W. K. B. takes Q. B. 
B. Q. to adv. K. R. fourth square * 



* WMte miut lose a piece in order to a^oid bcmg check-mated, 

6r if be were to play 

8. 

W. K. B. to Q. B. Moood sqnnre 

B. Q. tales K. B. P. and diedu 

9. 
W. K. R. takes Q. 

B. K. R. toadT. K. sqvaie and check-mates. 
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(Or A) 
16, 
W. Q. Kt tak«0 Q. B. 
B. Q. takes Q. P. 

17. 
W. Q. to Q. B. second square 
B. Q. Kt. to adv. Q« Kt; third square. 



FOURTH VARIATION, 

BIOIirNIirO AT THB FIITBEIITH BfOrS 9W THt THIftD 

▼ABIATION. 

1. 

W. K. P. tfJDo squares 
B. The same 

fi. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

3. 
W. K. B. to a B. fourth square 
B. The same 

4. 
W. Q. B. p. one square 
B. K. Kt. to K. B. third square 

5. 
W. Q. Kt. P. two squares 
B. K. B. to Q. Kt. third square 



u 

6. 
W. Q. to d Kt. third Mqmre 
B. £. castles 

7. 
W. Q. P. one square 

B. Q. Ji. P. two squares 

8. 
W. Q. £/. P. one square 
B. Q.P.two squares 

9. 
W. JC. P. /aii^es P. 
B. Q. £• P. ofie jjtiare 

10. 
W. Q.toQ.R. third square 
B* CL Kt» to Q. R. fourth square 

IJ. 
W. Q. takes Q. R. P. 

B. Q« B. ^0 ode. X. Kt. fourth square 

12. 
W. Q. Kt. to Q. Mcond < jfuare 
B. K. R* to Km square 

Id. 
W* K. castles 
B. £• P. one square 



U. 



W. P. toifces X. P. 
B. £.£^^aifcesP. 



!,»■ f^ 



4 



> I 
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15. 
W. Q. B. to Q. Kt. second square 
B. Q. B. takes K. Kt. 

16. 
W. Q. Kt. takes Q. B. 
B. K. Kt. to Q. B. fourth square 

17. 
W. Q. to Q. Kt. fourth square 
B. Q. Kt. takes K. B. 

18. 
W. Q. takes Q. Kt. 
B. Q. R. to adv. Q. R. fourth square. 

White must lose the Queen^ and conse- 
quently the game. 



FIFTH VARIATION, 

BBGINKIHG AT THE NINTH MOVE OF THE SECOND VARIATION. 

1. 

W. £. P. two squares 
B. The same 

2. 
W. £. Kt. to K. JB. third square 
B. Q. Kt. to Q. J3. third square 

3. 
W. K, B. to Q. B. fourth square 
B. The same 



i 
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4. 
W. Q. B. P. (me square 
B. K. Kt. to K. J3. third square 

5. 
W. Q. £^. F. tfxfo squares 
B. £. jB. to Q. Kt. third square 

6. 
W. Q. fo Q. £^. ^AJTif square 
B. X. castles 

7. 
W. Q. P. owe square 

B. Q. Ji. P. fivo squares 

8. 
W. Q. X^ P. one square 
B. Q. P. two squares 

9. 
W. Q. Kt. P. takes Kt. 

B. Q. P. takes K. B. 

10. 
W. Q. takes Q. P. 
B. P. takes P. 

Jl. 
W. Q. takes P. 
B. Q. B. to Q. R. third square 

12. 
W. K. castles 
B. Q. B. takes P. 
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15. 
W. K. R. to Q. square 
B. Q. B. takes K, P. 

14. 
W. K. R. takes Q. 
B. Q. B. takes Q. 

15. 
W. K. R. takes K. R. and checks 
B. Q. R. takes K. R. 

16. 
W. K. Kt. takes K. P.* 
B. K. R. to K. square 

17. 
W. Q. B. to K. B^ fourth square 
B. K. Kt. to adv. K. Kt. fourth square 

White must lose a piece, and consequently 

the game ; for if he were to play-K. Kt. to Q. 

third square, Black would take K. B. P. with 

' K. Kt. and White could not avoid losing the 

Kt. 



SIXTH VARIATION, 

BIGINNING AT THB NIMTB MOVE OF THE SlCOVIk VABIATIOII. 

I. 

W. £. P. ttvo squares 
B. The same 



* This is one of the wont moTes the White could play. 
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e. 

Vi . K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

W. K. B. to Q. B. fourth square 
B. The same 

4. 
W. Q. jB. p. one square 
B. £. £t. /o K. B. third square 

6. 
W. Q. £^. p. too squares 
B. £. £• to Q. JC^. ^Atfd square 

6. 
W. Q. to Q. £t. third square 
B. K, castles 

7. 
W. Q« P. one square 
B. Q. JR. P. too squares 

8. 
W. Q. £t. P. one square 
B. Q. P. two squares 

9. 
W. K. B. takes Q. P. 

B. Q. R. P. one square 

10. 

W. Q. to Q. R. third square 

B. Q. Kt. to Q. R. fourth square 
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IJ. 
W. K. castles 
B. Q. B. P. one square 

12. 
W. K. B. to Q. B. fourth square 
B. Q. Kt. takes K. B. 

13. 
W. P. takes Q. Kt. 

B. K. Kt. takes K. P. 

14. 
W. K. Kt. takes K. P. 
B. K. B. to Q. B. fourth square 

15. 
W. Q. to Q. Kt. second square 
B. K. Kt. takes K. B. P. 

Black has the best of the game. 



SBV^ENTH VARIATION, 

BBGINNIMO AT THE EIGHTH MOYl OF THE SECOND rAMATIOIf . 

1. 

W. K. p. tvDo squares 
B. The same 

W. K. Kt. to K. B. third square 
B. .Q. Kt, t0 Q. jB. third square 
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3. 
W. K. B. to Q. B. fourth square 
B. Thesanm 

4. 
W. Q. £. P. one squart 
B. £• Kt, to K. B. third square 

5. 
W. CL Kt. P. two squares 
B. X. JB. to Q. £/. Mtrd square 

6. 
W. a. ^o Q. Kt. third square 
B. K. castles 

7. 
W. Q. P. oiif «jriiare 
B. Q. Jl. P. hvo squares 

8. 
W. Q. B. to Q. R. third square 
B. Q. R. P. takes P. 

9. 
W. Q. B. takes P. 
B. Q. Kt. takes Q. B. 

10. 
W. Q. takes Q. Kt. 
B. Q. P. two squares 

II. 
W. P. takes P. 
B. Q. B. to adv. K. Kt* fourth square 
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12. 
W. Q. Kt. to Q. second square 
B. Q. B. takes K. Kt. 

13. 
W. Q. Kt. takes Q. B. 
B. K. Kt takes P. 

14. 
W. K. B. takes K. Kt. 
B. Q« takes K. B. 

15. 
W. Q, to K. fourth square 
B. Q. to Q. B. fourth square 

The game is nearly equal. 



tSjftftDr ®ame. 



I. 

W. K. P. two squares 
B.the same 

W. K. Kt. to K. B. third square 
B* Q. Kt. to Q. B. third square 

3. 
W. K. B. to Q. B. fourth square 
B. The same 
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W. Q. B. P. ODe square 

B. K. Kt. to K. B. third square 

5. 
W. Q. P. two squares 
B. K. P. takes Q. P. 

6. 
W. P. takes P. 
B. K. B. to adv. Q. Kt. fourth square and checks * 

W. Q. B. to Q. second square 
B. K. B. takes Q. B. 

8. 
W. Q. Kt. takes K. B. 
B. K. KttakesK. P.t 

W. Q. Kt takes K. Kt. 
B. Q. P. two squares 

10. 
W. Q. to K. second square 
B. K. castles 

11. 
W. K. B. takes Q. P. 

B. Q. takes K. B. 

_ 

* It would have beea bad play to have moved the Bishop to Q. 
Kl tidid iqeare. 

t It would be better play to advance Q. t. t#o iqoaltt. 



>• !—-■>' I. Ill pipP-V^WpWPMHMHVP^illimiWVm^ 
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12. 
W. Q. Kt. to Q. B. third square 
B. Q. to K. R. fourth square 

IS. 
W. K. castles with Q. R. 
B. Q. B. to adv. K. Kt« fourth square 

14. 
W. Q. R. to Q. third square 
B* Q. Kt. to adv. Q. Kt. fourth square 

15. 
W. Q. R. to K. third square 
B. Q. Kt. to Q. fourth square 

16. 
W. Q. Kt. takes Q. Kt. 
B. Q. takes Q. Kt. 

Black has the advantage. 



FIRST VARIATION, 

BEGIMNIHG AT THE IIXTH MOVB OF THE WHrTE. 

1. 

W. K. p. two squares 
B. The same 

2. 
W. K. Kt, to K. B. third square 
B. Q. Kt, to Q. B, third square 



i^V^^V 



3. 
W. K. J3. to Q. B. fourth square 
B. The same 

4. 
W. Q. jB. p. one square 
S. £• £/• ^p £• £• third square 

5. 
W. Q. P. ^aM> squares 
B. P. toike* P. 

6. 
W. K. P. one square 
S. Q. P. two squares* 

7. 
W. K. P. takes K. Kt. 
B. Q. P. takes K. B. 

8. 
W. P. takes K. Kt. P. 
B. K. R. to K. Kt. square 

9. 
W. Q. B. P. takes P. 
B. Q. Kt. takes P. 

10. 
W. Q. B. to K. third square 
B. Q. Kt. takes K. Kt. and checks 



' * Instead of this nioTe, Black ought to play.K. Kt. to adv. K. 
fourth square. 

D 
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11. 
W. Q. takes Q. Kt. 
B. K. B. takes Q. B. 

12. 
W. Q. takes K. B. and checks 
B* Q. to K. second square 

IS. 
W. Q. takes Q. 
B. K. takes Q. 



SECOND VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE FIRST VARIATION. 

1. 

W. K. P. two sqtiares 
B. The same 

2. 
W. jK. Kt. to K. jB. third square 
B. Q. Kt. to Q. B. third square 

S. 
W. K. JB. to Q. B. fourth square 
B. The same 

4. 
W. Q. JB. P. one square 
B. K. Kt. to K. B. third square 

5. 
Vi.CLP. two squares 
B. P. takes P. 
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6. 
W. K, P. one square 
B. Q. P. two squares 

7. 
W. K. B. to adv. Q. Kt« fourth square 
B. K. Kt to adv. K. fourth iquare 

8. 
W. K. B. takes Q. Kt. and checks 
B. P. takes K. B. 

9. 
W. Q. B. P. takes P. 

B. K. B. to Q. Kt. third square 

10. 
W. K. castles 
B. Q. B. to adv. K. Kt. fourth square 

11. 
W. Q. B. to K. third square 
B. K. castles 

12. 
W. Q. R. P. two squares 
B. the same 

13. 
W. K. R. P. one square 
B. Q. B. to K. R. fourth square. 
The game is equal. 
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1. 

W. K. P. two squares 
B. The .same 

W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

3. 
W. K. B. to Q. B. fourth square 
B. The same 

•4. 
W. Q. B. P. one square , 
B. K. Kt. to K. B. third square 

5. 
W. Q. P. one square 
B. K. castles 

6. 
W. Q. B. to adv. K. Kt. fourth square 
B. K. B. to K. second square 

7. 
W. K. B. to adv. ,Q. Kt* fourth square 
B. Q. R. P. one square 

8. 
^ W. K. B. takes Q. Kt. 
B. Q. P. takes K. B. 



^m •! 
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W. K. Kt. takes K. P. 
B. The name 

10. 
W. Q. B. takes K. B. 
B. Q. takes Q. B. 

11. 
Vf. K. Kt. takes P. at adv. Q« B. third square 
B. Q. Kt. P. takes K. Kt. 

12. 
Vf. P. takes K. Kt. 
B. Q. takes P. and checks 

13. 
W. K. to K. B. square 
B. Q. B. to adv. K. R. third square 

14. 
W. K. to K. Kt. square * 
B. Q. B. to adv. K. Kt. fourth square. 



JFfft]^ ffianu. 



1. 

W. K. P. two squares 
B. The same 



* Thb is evidently an o? enight of Stamma, as the Black might 
checkmate on the move ; perhaps it should be K. R. to K. Kt square ; 
even then the Black will have much the best of the game. 
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2. 
W. K. B. to Q. B. fourth squaHe 
B. The same 

3. 



W. K. Et. to K. secpnd square* 
B. Q. B. P. one sqaare 

4. 
W. Q. P. two squares 
B. K. P. takes P. 

5. 
W. K. Kt takes P. 
B. Q. to adv. K. R. fourth square 

6. 
W. Q. Kt. to Q. B. third square 
B. Q. P. two squares 

7. 
W. K. B. to Q. Kt. third square f 
B. Q. P. takes K. P. 

8. 
W. Q. B. to K. third square 
B. K. Kt. to K. B. third square 

W. Q. to her second square 

B. Q. to adv. K. Kt. fourth square 



* It would be better to pkijl the Koigbt to K. B. third yapMit. 
t If he were to take Q. P. with his K. F. lie would lose a piece. 



10. 
W. K. B. P. one fquare 
B. P. takes P. 

U. 
W. K. Kt. takes P. 
B. K. B. takes Q. B. 

12. 
W. Q. takes K. B. and checks 
B. Q. B. to K. third square 

IS. 
W. K. castles with K. R. 
B. The same. 

Black has the advantage, 



VARIATION, 

BBOUmiMG AT THE FOURTH MOVE OF THE WHITE. 

1. 

W. K. P. two squares 
B. I%e same 

2. 
W. K. JB. to Q. B.foutth square 
B. The same 

3. 
W. K. Kt. to K* second square 
B. Q. JB. P. one square 



I iiffiiBjia 11 'T*!r'*'fl«imnqHHliiVa^^«iP 
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4. 
W. Q. Kt. to Q. B. third square 
B. Q. P. two squares 

W. K. P. takes P. 

B. Q. to adv. K. R. fourth square 

6. 
W. Q. P. two squares 
B. K. P. takes Q. P. 

7. 

W. Q. Kt. to Q. R. fourth square * 

B. K. B. to adv. Q. Kt. fourth square and checks 

8. 
W. Q. B. to Q. second square 
B. K. B. takes Q. B. and checks 

9. , . 

W. Q. takes K. B. 

B. Q. Kt. P. two squares 

10. 
W. K. Kt. takes P. 
B. Q. Kt. P. takes K. B. 

11. 
W. P. takes Q. B. P. 
B. K. Kt. to K. second square 



* If WLite play the Knight to its square, Black should advance 
the P. to ady. Q. third square. 
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1¥. P. to adv. Q. B. second square 
S. Q. Kt. to Q. R* third square 

13. 
W. K. Kt. to K« B. third square 
B. Q. to adv. K. fourth square and checks 

14. 
W. K. to his B. square 
B. K. castles 

15. 
W. Q, R. to K. square 
B. Q. to Q. B. third square. 

Black must win, having a piece for two 
Pawns, and a better position. 



^ixtb <!Gfame. 



1. 

W. K. P. two squares 
B. The same 

2. 
W. K. B. to Q. B. fourth square 
B. The same 
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W. Q. B. P. one square 

B. K. Kt. to K. B. third square * 

4. 
W. Q. P. two squares 
B. K. P. takes Q. P. 

5. 
W. K. P. one square 
B. Q. P. two squares 

6. 
W. K. B. to adv. Q. Kt. fourth square and checks f 
B. Q. B. to Q. second square 

7. 
W. K. B. takes Q. B. 
B. K. Kt. takes K. B. 

8. 
W. P. takes P. 
B» K. B. checks 

9. 
W. Q. Kt. to Q. Bf third square 
B. K. castles 



* This is not a good more, he oaght to play Q. to K. seoood 
square. 

t Instead of this move White should take K. Kt and then {day 
the Q. to adv. K. R. fourth square. 
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10. 
W. K. Kt« to K. second square 
B. Q. B. P. two squares 

11. 
W. Q. P. takes P. 
B. K. Kt. takes K. P. 

W. K. castle^. 

B. K. B. takes Q. Kt. 

13. 
W. K. Kt takes K. B. 
B. Q. P. one square 

14. 
W. K. Kt. to K. second square 
B. Q. Kt. to Q. B. third square. 



FIRST VARIATION, 

BSOimflllG AT THE NINTH MOrS Of THE WHITS. 

1. 

W. £. P. two squares 
B. The same 

W. K. B. to Q« B. fourth square 
B. The same 
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3. 
W. Q. B. P. one square 
B. £• Kt. to K. B. third square 

4. 
W. Q. P. tfSH) squares 
B. X, P. takes Q. P. 

5. 
W. K. P. one square 
B. Q. P. ftvo squares 

6. 
W. £• J5. fo cufo. Q. Kt. fourth square and checks 
B. Q. B. to Q. second square 

7. 
W. £. B. takes Q. B. 
B. K. Kt. takes K. B. 

8. 
W- Q. B. P. takes P. 
B. K. B. to adv. Q. Kt. fourth square and checks 

9. 
W. Q. B. to Q. second square 
B. K. B. takes Q. B. and checks 

10. 
W. Q. Kt. takes K. B. 
B. Q. B. P. two squares 

11. 
W. P. takes Q. B. P. 
B. K. Kt. takes K. P. 



46 

12. 
W. Q. Kt. to its third square 
B. Q. Kt. to Q. B. third square 

IS. 
W. K. Kt. to K. second square 
B. Q. R. P. two squares 

14. 
W. Q. B. P. two squares 
B. Q. Kt. to adv. Q. Kt. fourth square 

15. 
W. K. castles 
6. nrhe same. 

SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE WHITE. 

1. 

W. K. P. two squares 
B. The same 

2. 
W. K. jB. to Q. B, fourth square 
B. The same 

3. 
W. Q. JB. P. ofie square 
B. K. Kt. to jK. jB« third square 

4. 
W, Q. P. two squares 
B. P. takes P. 



ft 



1 
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5. 
W. P, takes P.* 
B. K. B. checks 

6. 
W. Q. B. to Q. second square 
B. K. B. takes Q. B. 

7. 
Vr. Q. Kt. takes K. B. 
B. K. Et. takes K. P.f 

8. 
W. Q. Kt. takes K. Kt. 
B* Q. P. two squares 

' 9. 
W. E. B. to adv* Q. Et. fourth square and checks 
B. Q. B. P. one square 

10. 
W. E. B. takes Q. B. P. and checks 
B. Q. Et. takes E. B. 

11. 
W. Q. Et to Q. B. third square 
B* Q« to E. Et. fourth square 

12. 
W. E. Et. P. one square 
B. K. castles 



* This is not so good a more as advaixaog the K. P. 
t It wooid be better to play Q. P. two sqnorea. 
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13. 
yf. K. Et. to K. second square 
B. Q. B. to adv. K. Ku fourdi square 

14. 
W. Q. to her second square 
B. Q. to K. R. fourth square 

15. 
W. K. castles with Q. R. 
B. Q. B* to adv. K. B. third square. 
The game b nearly equal. 



THIRD VARIATION, 
Biaiiiimio AT nu noHm motb of xhc tBcoiiu 

TASIATIOH. 
I. 

W. K, P. two squares 
B. The same 

2. 
W. K. B. to Q. B. fourth square 
B. The same 

S. 
W. Q. jB. p. one square 
B. K. Kt. to K. jB. third square 

4. 
W. Q. P. two squares 
B. K. P. takes P. 



II I MiPynp^^^wpp^H^ll^l^ip^— p 
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5. 
W. P. take$ P. 
B. K. B. checks 

6. 
W. Q, B. to CL second square 
B. K* B. takes Q» B> and checks 

7. 
W. Q. jK:^ ^aAcs K. B. 
B. £. ft. ^dft^s K. P. 

8. 
W. K. B. takes K. B. P. and checks 
B. K. takes K. B. 

9. 
W. Q. to adv. K. R. fourth square and checks * 
B. K. Kt» P. one square 

10. 
W. Q. to adv. Q. fourth square and checks 
B. K. to K. Kt. second square 

11. 
W. Q. Kt. takes K. Kt. 
B. K. R. to K. square 

12. 
W. K. castles 
B. Q. B. P. one square 



* It would be bad play to take the K. Kt. because Black would 
play K. R. to K. square. 



T^^"W^ 
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15- 
W. Q. to adv. K. Kt. fourth square 
B. Q. takes Q. and checks 

14. 
W. Q. Kt takes Q. 
B. Q. P. two squares. 

There is no material difference* 



« 



§bef»nt& CEfBiiu* 



1. 

W. K. P. two squares 
B. The same 

2. 
W. Q. B. P. one square 
B, Q. P. two squares 

3. 
W.K.P.takesP.* 
B. Q. takes P. 

4. 
W. Q. P. two squares 
B. Q. Kt. to Q. B. thi^d square 



* loBtead of taking the Pawn, White should play K. Kt. to K. B. 

third square. 

£ 



'^ 
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5. 
W. Q. B. to K. diird square 
B. Q. B. to K. B. fourth square 

6. 
W. Q. B. P. one square 
B. Q. to Q. R. fourth square and checks 

7. 
W. Q. B. to Q. second square * 
B. Q. to Q. Kt. third square 

W. Q. P. takes P. 

B. Q. Kt. to adv. Q. fourth sqirare 

9. 
W. Q. B. to K. third square 
B. Q. to Q. R. fourth square and checks 

10. 
W. Q. Kt. to Q. B. third square 
B. Q. Kt. to adv. Q. B. second square and checks 

11. 

W. K. to his second square 
B. Q. Kt. takes Q. R. 

W. Q. takes Q. Kt. 

B. Q. takes P. at K. fourth square 



* It would be better to pJay Q. Kt. to Q. B. third sqaare. 
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13. 
W. K. B. P. two sqaares 
B. Q. to K. third square 

14. 
W. K. to his B. second square 
B. K. castles. 

Black has much the best of the game. 



FIRST VARIATION, 

BEGINNING AT THS HXTH MOVB OF THB WHITE. 

1. 

W. K. P. two squares 
B. The same 

W. Q. jB. p. one square 
B. Q. P. two squares 

S. 
W. X. P. takes Q. P. 
B. Q. takes K. P. 

4. 
W. Q. P. two squares 
B. Q. Kt. to Q. B. third square 

5. 
W. Q. B. to K. thini square 
B. Q. B. to K. B, fourth square 



1 
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» 

6. 
W. K. Kt. to K. B. third square 
B. K. castles 

7. 
W. K. B. to K. second square * 
B. K. P. takes Q. P. 

8. 
W. P. takes P.f 
B. Q. B. takes Q. Kt. 

9. 
W. Q. takes Q. B. 

B. K. B. to adv. Q. Kt. fourth square and checks 

10. 
W. K. to K. B. square 
B. K. Kt. to K. second square 

11. 
W. K. B. to Q. third square 
B. K. B. P. two squares 

12. 
W. K. to K. second square 
B. K. B. p. one square 



* It would be better to play Q. B. F. one aqoare, and afterwards 
Qi P. one square. 

t He cannot take with the Kidght on account of the K. Kt. F. 
which would be taken by the Black. 



r- 
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13. 
W. Q. B. takes K. B. P. 
B. Q. Kt. takes Q. P. and checks 

14. 
W. K. Kt. takes Q. Kt. 
B. Q. takes K. Kt. 

15. 
W. Q. B. to K. third square 
B. Q. to adv. K. Kt. fourth square and checks 

16. 
W. K. to K- B. square 
B. K. Kt. P. one square. 

Black has a much hetter game than the 
White who will have considerable difficulty to 
bring his pieces properly into play. 



SECOND VARIATION, 

BBOINNDfO AT THB FIFTH MOVE OT TBB WHITE. 

1. 

W. £• P. two squares 
B. The same 

* 
W. Q. JB. P. one square 

B. Q. P. two squares 



/ 
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S. 
W. K. P. takes Q. P. 
B. Q- takes ^. P. 

4. 
W. Q. P. two squares 
B. Q. £^. ^0 Q. jB. fAtW square 

5. 
W. K. Kt. to K. B. third square 
B. Q. B. to ady. E. Kt. fourth square 

6. 
W. K. B. to E. second square 
B. K. P. takes Q. P. 

7. 
W. P. takes P. * 
B. E. castles 

8. 
W. Q. Et. to Q. B. third square. 
B. Q. to Q. R. fourth square. 

9. 
W. Q. B. to E. third square 
B. K* B. to adv. Q. Et. fourth square 

10. 
-^^ W. Q. to Q. second square 
B. E. Et. to E. B. third square 



* If the White take the P. with the K. Kt. Black may take the Kt. 
with Q. Kt and then K. Kt. P. with the Q. 
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11. 
W. K. Kt to adv. K. Kt. fourdi square 
B. Q. B. takes K. B. 

19. 
W. K. takes Q. B. 
B. K. Kt. to Q. fourth square 

13. 
W. E« R. to Q. B. square 
B. K. Kt. takes Q. B. 

White must lose the game, for if he take the 
Knight with the King or Pawn he will lose the 
K. Kt and if with the Q. Black will play K. 
R. to K. square and will win at least a piece. 



THIRD VARIATION, 

BEGINNING AT THS NINTH MOTE Of THB SECOND TARIATION 



■ I 



W. K, P. two squares 
B. The same 

2. 
W. Q. B. P. one square 
B. Q. P. two squares 



3. 



W. K. P. takes Q. P. 
B. Q, takes K. P. 
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. 4. 
W. Q, P. two squares 
B. Q. Kt. to Q. JB. ^A«rc2 square 

5/ 
W. X. £^. to K, B. third square 
B. Q. JB. to adv. K. Kt. fourth square 

6. 
W. K. B. to K. second square 
B. K. P. takes Q. P. 

7. 
W. P. takes P. 
B. K. castles 

8. 
W. Q. £^. ^o Q. JB. ^Atrc2 square 
B. Q. ^o Q. R. fourth square 

9. 
W. Q. to Q. Et. third square 
B. K. B to adv. Q. Kt. fourth square** 

10. 
W. Q. B. to Q. second square t 
B. Q. B. takes K. Kt. 

11. 
W. K. B. takes Q. B. 

B. Q. Kt. takes Q. P. 



* If the Black were to take the K. Kt White would take Q. B. 
with K. B. and Black ooold not with safety take the Q. P. 
t It would be better to play the Bishop to K. third fiqnare. 



I 
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J 2. 
W. Q. to Q. square 
B. Q. to K. fourth square and checks 

13. 
W. Q. B. to K. third square 
B. K. fi. takes Q. Kt. and checks. 

U. 
W. P. takes K. B. 

* 

B. K. Kt. takes K. B. and checks. 

White must lose the game, for it is evident 
he must take the Kt. with the Q. Black will 
then take die Q. B. P. &c. 



FOURTH VARIATION, 

BEGnfMnfO AT THB FOUBTH MOTB OF THB WRITE. 

1. 

W. K. p. two squares 
B. The same 

2. 
W. Q. JB. p. one square 
B. Q. P. two squares 

3. 
W. K. P. takes Q. P. 
B. Q. takes P. 
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4. 
W. Q. B. P. one square 
B. Q. to Q. square 

5. 
W. Q. Kt. to Q. B. third square 
B. Q. B. P. two squares 

6. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. B. third square 

7- 
W. K. B. to K. second square 
B. K. B. to Q. third square 

8. 
W. K. castles 
B. K. Kt. to K. second square 

9. 
W. Q. P. one square 

B. K. castles 

10. 
W. K. R. P. one square 
B. Q. R. p. one square 

11. 
W. K. Kt. to K. R. second square 
B. K. B. P. two squares 

1«. 
W. K. B. P. two squares 
B. Q. to Q. B. second square. 

Black's game is better opened than the White's. 



59 



lEifiitib CEfanu. 



1. 

W. K. P. two squares 
B. The same 

2. 
W. Q. P. two squares * 
B. K. P. takes P. 

S. 
W. Q. takes P. 
B. Q. Et. to Q. B. third square. 

4. 
W. Q. to K. third square 
B. E. Et. P. one square 

5. 
W. E. B. to Q. B. fourth square 
B. E. B. to K. Et. second square 

6 
W. E. Et. to E. second square 
B. The same 

7. 

W. E castles 
B. The same 



* This more, though freqaently played, is not a good one, as it 
brings out the Qaeen too early in the game. 



. I 
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8. 
W. K. B. P. two squares 
B. Q. P. two squares 

9 
W. K. P. takes Q- P. 
B. K. Kt. takes P. 

10. 
W. K. B. takes K. Kt. 
B. Q. takes K.B. 

11. 
W. Q. Kt. to Q. B. third square 
B. Q. to K. B. fourth square 

12. 
W. Q. to Q. third square 
B. Q. takes Q. 

13. 
W. P. takes Q. 
B. Q. B. to K. B. fourth square. 

Black will ultimately gain the Q. P. and 
consequently will have the best of the game. 



VARIATION, 

BEGINNING AT THE FOURTH MOVE OF THE WHITE. 

1. 

W. K. P. two squares 
B. The same 



1 
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2. 
W. Q. P. two squares 
B. K. P. takes Q. P. 

3. 
W. Q. /a*e5 P. 
B. Q. X^. <o Q. JJ. third square 

4. 
W. Q. to Q. square 
B. K. B. to Q. B. fourth square 

5. 
W. K. B to Q. B. fourth square 
B. Q. P. one square 

6. 
W. Q. Kt. to Q. B. third square 
B. Q. Kt* to K. fourth square 

7. 
W. K. B. to Q. Kt. third square 
B. Q. B. to adv. K. Kt fourth square 

8. 
W. K. Kt« to K. second square 
B. Q. to adv. K. R. fourth square. 

9. 
W. K. castles 

B. K. Kt. P. two squares * 



* Instead of this move Black might play Q. Kt. to ady. K. B. 
third square, as he does at the eleventh move. 
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10. 
W. Q. B. to K. third square 
B. K. castles 

11. 
W. Q. to Q. second square 
B. Q. Kt. to adv. K. B. third square and checks 

le. 
W. P. takes Q. Kt. 
B. Q. B. takes P. 

White cannot retrieve the game, as he can- 
not prevent the Black from playing the Queen 
to adversar/s K. Kt. fourth or K* R. third 
square. 



igUnft <!Grame. 



king's gambit. 



1. 

W. K. P. two squares 
B. The same 

W. K. B. P. two squares 
B. K. P. takes K. B. P. 



[ 
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S. 
W. K. Kt. to K. B. third squire 
B. Q. P. one square * 

4. 
W. Q. P. two squares + 
B. K. Kt. P. two squares 

5. 
W. K. B. to Q. B. fourth square 
B. K. B. to K. Kt. second square 

6. 
W. K. castles 
B. Q. Kt. to Q. B. third square 

7. 
W. Q. B. P. one square 
B. Q. to K. B. third square % 

8. 
W. K. P. one square 
B. Q. P. takes K. P. 

9. 
W. Q. P. takes Q. P. 
W. Q. to K. Kt. third square 



-I 



* Instead of this move Black should play K. Kt. P. two squares. 
t It would be better to play K. R. P. two squares. 
X lliis is not a good place for the Queen, K. R. P. one square 
would be a better move. 



I 
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10. 
W. K. R. to K. square 
B. K. Kt. to K. second square 

11. 
W. Q. Kt. P. two squares 
B. Q. R. P. one square 

12. 
W. Q. R. P. two squares 
B. K. castles. 

This game is but indifferently played. 



FIRST VARIATION, 

BEGINNING AT THE IIXTU MOVE OF THE WHITE. 

I 

1. 

W. K. P. two squares 
B. The same 

• 2. 
W. K. B, P. ttDo squares 
B. X. P. takes K. B. P. 

3. 
W. K, Kt. ta K. B. third square 
B. Q. P. one square 

' 4. 

W. Q. P. two squares 
B. X. Kt. P. two squares 



J 
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5 

W. K. B. to Q. B, fourth square 
B. K. B. to K. Kt» second square 

6. 
W. Q. B. P. one square 
B: Q. Kt to Q. B. third square 

7. 
W. Q. to Q. Kt. third square 
B. Q. to E. B. third square 

8. 
W. Q. Kt. to Q. R. third square * 
B. P. to adv. K. Kt. fourth square 

9. 
W. K. Kt. to its square 
B. K. B. P. to adv. K. B. third square 

10. 
W. P. takes P. 
B. P. takes P. 

11. 
W. Q. B. to K. third square. 
B. K. B. to K. R. third square 

12. 
W. Q. B. to K. B« second square 
B. Q. R. P. one square 



* This 11 not 80 good a more at cMtting. 

F 






i 



66 

13. 
W. K, to Q. square 
B. Q. to adv. K. B. fourth square 

14. 
W. Q. to Q. B. second square 
B. Q. to adv. K. Kt. fourth square. 
Black has the better game. 



SECOND VARIATION, 

BIGINMING AT THB MIMTB MOVE OF THB FUtST VARIATION. 

1. 

W. K. P. two squares 
B. The same 

2. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt. to K. B. third square 
B. Q. P> one square 

4. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

5. 
W. K. JB. to Q. B. fourth square 
B. K. B. to K. Kt. second square 



Bkr.. -. ^^ A 
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6. 
W. Q. B. P. one square 
B. Q. Kt. to Q. B. third square 

7. 
W. Q. to Q. Kt. third square 
B. Q. to K. B. third square 

8. 
W. Q. Kt. to Q. R. third square 
B. P. to adv. K. Kt. fourth square 

9. 
W. E. Kt. to Q. second square 
B. Q. R. P. one square 

10. 
W. K. castles 
B. K. Kt. to K. second square k 

IJ. 
W. K. B. to Q. third square * 
B. K. castles 

12. 
W. Q. to Q. B. second square 
B. K. R. P. two squares 

13. 
W. Q. Kt. P. two squares 
B. K. Kt. to its third square. 
Black has a good game. 

* K. P. one square would be a better move. 
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THIRD VARIATION, 

BEGINVIKG AT THE EIGHTH MOTS OV THE SBCOHD TARIATIOV. 

1. 

W. K. P. two squares 
B. The same 

2. 
W. K, B. P. ttvo squares 
B. K. P. takes K. B. P. 

3. 
W. K. Ki. to K. B. third square 
B. Q. P. one square 

4. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

5. 
W. K. B. to Q. B. fourth square 
B. X. £. to K. Kt. second square 

6. 
W. Q. jB. p. one square 
B. Q. £^ to Q. J3. ^Atrd! square 

7. 

W. Q. fa Q* Kt. third sqaare 
B. Q. to K. B. third square 

8. 
W. K. B. to adv. Q. Kt. fourth square 
B. Q. B. to Q. second square 



i 
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9. 
W. K. B. takes Q. Kt 
B. Q. Kt. P.takesK. B.* 

10. 
W. Q. to adv. Q. Kt. second square , 
B. Q. R. to Q. B. square 

11. 
W. K. castles 
B. K« Kt to K. second square 

18. 
W. K. p. to adv. K. fourth square 
B. Q. to K. Kt. third square 

IS. 
W. K. R. P. two squares 
B. K. R. P. one square 

14. 
W. Q. takes Q, R. P. 
B. K. castles. 

White has the best of the game. 



FOURTH VARIATION, 

BBGIimUfO AT THE FIFTH MOYB OF THI WHITB. 

1. 

W. K. P. tVDo squares 
B. The same 



* If Black take the Pawn with the Q. B. White must play Q. P! 
one square, and then take Q. Kt P. with the Q. 
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2. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt. to K. B. third square 
B. Q. P. one square 

4. 
W. Q. P. two squares 
B. £. Kt. P. two squares 

5. 
W, K. R. P. two squares 
B. K. Kt. P. to adv. K. Kt. fourth square 

6. 
W. K. Kt to its square 
B. Q. to K. B. third square 

7. 
W. Q. Kt. to Q. B. third square 

B. Q. B. P. one square 

8. 
W. K. Kt. to K. second square 
B. K. B. to K. R. third square 

9. 
W. Q. to her third square 
B. Q. Kt. to Q. R. third square 

10. 
W. Q. R. P. one square 
B. P. to adv. K. B. third square 
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11. 
W. K. Kt. P. takes P. 
B. P. takes P. 

12. 
W. Q. B. takes K. B. 
B. K. Kt. takes Q. B. * 

13. 

W. K. Kt. to its third square 

B. Q. to adv. K. B. fourth square 

14. 
W. K. Kt. to adv. K. R. fourth square 

B. P. to adv. K. B. second square and checks 

15. 
W. K« to Q. square 
B. Q. B. to adv. K.' Kt. fourth square and checks 

16. 
W. K. B. to K. second square 
B. Q. B. takes the K.Kt.t 

17. 
W. B. takes B. 
B. K. R. to K. Kt. square. 

Black has the best of the game. 



* fihck ought gam a piece, if iostead of taking the Q. B. he were 
to tike the K. Kt. with the Pawn. 

t loftead of this move, he ought to advance the P. to Queen. 
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FIFTH VARIATION, 

BEGIWNING AT THtf EIGIITQ MOYB OF THI WRTTK. 

1. 

W. K. P. two squares 
B. The same 

2. 
W. X. JB. P. two squares 
B. K. P. toA:€s X. B. P. 

3. 
W. K. Kt. to K. B. third square 
B. Q* P. on^ square 

4. 
W. Q. P. too squares 
B. £. £f . P. too squares. 

5. 
W. X. J8. to Q* B. fourth square 
B. £. jB. ^0 £• X^. second square 

6. 
W. jK. castles 
B. Q. iCf • /p Q. JB. ^AtrJ square 

7. 
W. Q. J5. P. owe square 
B. Q. ^0 £. JB. third square 

8. 
W. Q. to Q. Kt. third square 
B. K. Kt. to K. second square. 
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W. K. Kt. P. one aqaare 
S. K. castles 

10. 
W. P. takes P. 
B. P. takes P. 

11. 
W. K. Kt. to K. square 
S. K. Kt. to its third square 

Ifi. 
W. K. Kt. to its second square 



JB. K. B. to K. R. third square 



SIXTH VAEIATION, 

SBGINNING AT THB BIOHTH MOVE OF THE WHITE. 

1. 

W- K. P. two squares 
B. The same 

2. 
W. K. JB. P. two squares 
B. K. P. takes K. JB. P. 

3. 
W. £. Kt. to K. B. third square 
B. Q. P. me square 



\ 
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4. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

5. 
W. K. B. to Q. B. fourth square 
B. X. J3. ^0 K, Kt, second square 

6. 
W. K, castles 
B. Q. Kt. to Q. J3. ^Atr^ square 

7. 
W. Q. J5. P. ow square 
B. Q. ^o £. JB. ^Air^J square 

8. 
W. K. Kt. P. one square 
B. K. Kt P. to adv. K. Kt. fourth square 

9. 
W. K. p. to adv. K. fourth square 
B. P. takes K. P. 

10. 
W. K. Kt. takes P. 
B. Q. Kt. takes K. Kt. 

11. 
W.Q. P.tekesQ-Kt.* 
B. Q. to her Kt. third square and checks 



• If White were to take the Gambit Pawn with K. R. Black 
would pUy the Qaeen to her Kt third square, preventing the White 
from taking the Kt with the Q. P. 
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12. 
W. K. to his R. square 
B. P. to adv. K. B. third square 

13. 
W. K. B. to Q. Kt. third square 
B. K. Kt. to K. second square 

14. 
W. Q. B. to K. B. fourth square 
B. K. castles 

Black has the better game. 



SEVENTH VARIATION, 

BBGINHOfO AT THa BIOHTH MOTB OF THB WHITI. 

1. 

W. K. p. two squares 
B. The same 

2. 
W. K. B. P- two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt. to K. B, third square 
B. Q. P. one square 

4. 
W. Q. P. two squares 
B. K. Kt* P. two squares. 



I 
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W. K. B. to Q. B. fourth square 
B. K. B. to K. Kt. second square 

6. 
W. K. castles 
. B. Q. Kt. to Q. B. third square 

W. Q. B. P. one square 
B. Q. ^0 JK. JB, f Atrd square 

8. 
W. Q. Kt. P. two squares 
B. Q. R. P. one square , 

9. 
W. Q. R. P. two squares 
B. K. Kt. to K. second square 

10. 
W. Q. B. to Q. Kt. second square 

B. K. castles. 

11. 
W. Q. Kt. P. to adv. Q. Kt. fourth square 
B. P. takes P. 

, W. Q. R. P. takes P. 
B. Q. R. takes Q. R. 

13. 

W. Q B. takes Q. R. 

B. Q. Kt. to Q. R. fourth square. 
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14. 
W. Q. to her R. fourth square 
B. Q. Kt. P. one square. 

Black has the best of the* game. 



EIGHTH VAEIATION, 

UGDflflMO AT THE FOOBTH UOYM OF THS WHITI. 

1. 

W. K. P. two squares 
B. The same 

W. X. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt. to K. B. third square 
B. Q. P. one square 

4. 
W. K. B. to Q. B. fourth square 
B. Q. B. to K. third square 

5. 
W. K. B. to Q. Kt. third square * 
B. K. Kt. P. two squares 



* This is not 10 good a move as taking the Bishop and then plajing 
Q. F. two squares. 



78 

6. 
W. K. R. P. two squares 
B. K. Kt. P. one square 

7. 
W. K. Kt. to Q. fourth square 
B. Q. B. takes K. B. 

8. 
W. K. Kt. takes Q. B. 
B« K. R. p. two squares 

9. 
W. Q. P. two squares 
B. Q. to K. B. third square 

10. 
W. Q. Kt. to Q. B. third square. 
B. K. Kt. to K. second square 

11. 
W. Q. Kt. to K. second square 
B. K. Kt. to its third square 

12. 
W. Q. to her third square 
B. Q. B. P. one square 

13. 
W. Q. B. to Q. second square 
B. Q. Kt. to Q. second square 

14. 
W. K. castles on his Queen's side 
B. The same 
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15. 
W. Q. R. to K. B. square 
B. K. B. to K. R. third square. 

The game is rather in favour of die Black. 



NINTH VARIATION, 
Baoimrnfo at tbs uxtb motx of the wmra. 

I. 
Vf. K» P. two squares 
B. The same 

2. 
Vf. Km JB. p. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt, to K. JB. third square 
B. Q. P. one square 

4. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

5. 
W. K. B. fo Q. B. fourth square 
B. £. ^. to K. Kt. second square 

6. 
W. K. R. P. two squares 
B. K. R. P. one square 

7. 
W. K. R. P. takes K. Kt. P. 
B. K, R. P. takes K. R. P. 
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8. 
W. K. R. takes K. R. 
B. K. B. takes R. 

W. K. Kt. to adv. K. fourth square 
B. Q. P. takes Kt. 

W. Q. to adv. K. R. fourth square. 
B. Q. to K. B. third square 

11. 
W. Q. P. takes P. 
B. Q. to K. Kt. second square 

12. 
W. Q. P. to adv. K. third square 
B. Q. B. takes P. 

13. 
W. K. B. takes Q. B. 
B. Q. Kt. to Q. second square * 

14. 
W. K. B. takes K. B. P. and checks 
B. Q. takes K. B. 

15. 
W. Q. takes K. B. 
B. K. castles 

Black has the best of the game. 

* Black might also play K. Kt to K. B. thkd square. 
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'SMb iSame. 



king's gambit. 

W. K. P. two squares 
B. The same 

W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. K to Q. B. fourth square * 
B. Q. to adv. K. R. fourth square and checks 

4. 
W. K. to K. B. square 
B. Q. P. one square 

5. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

6. 
W. K. Kt. to K. B. third square 
B. Q. to K. R. fourth square 



* Thu is not ao good a moTe as K. Kt. to K. B. third square. 
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7. 
W. K. R. P. two squares 
B. K. B. to K. R. third square 

8. 
W. K. to his Kt. square (flr A) 
B. K. Kt. P. one square 

9. 
W. K. Kt. to K. square 
B. K. Kt. to K. second square 

W. K. Kt. to Q. third square 
B. P. to adv. K. B. third square 

11. 
W. K. Kt. to K. B. fourth square 
B. K. B. takes K. Kt. 

12. 
W. Q. B. takes K. B. 
B. Q. Kt. to Q. B. third square 

13. 
W. Q. B. P. one square 
B. Q. B. to Q. second square 

14. 
W. Q. Kt. to Q. second square 
B. P. takes K. Kt. P. 

15. 
W. K. takes P. 
B. K. casdes with Q. R. 

Black ought to win the game. 



.... A 
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(Or A) 
8. 
W. K« B. to K. secmid square 
B. K. Kt. P. to adv. K. Kt. fourth square 

9. 
W. K. Kt. to K. square 
B. Q. Kt. to Q. B. third square 

10. 
W. Q. B. P. one square 
B. K. B. P. two squares 

II. 
W. K. P. takes K. B. P. 
B. Q. B. takes P. 

12. 
W. K. B. to Q. third square 
B. K. castles. 

Black has the better game. 



FIRST VARIATION, 

BBOIlfMIMO AT THB TKITB MOTE OF THB WHITE. 

1. 

W. K. P. two squares 
B. The same 

2. 
W. K. J3. P. two squares 
B. K. P. takes K. B. P. 



S4 

3. 
W. K, B. to Q. B, fourth square 
B. Q. to adv. K. R. fourth square and cheeks 

4. 
W. K. to his B. square 
B. Q. P. one square 

5. 
W. Q. P. ^aw> squares 
B. X. Xt. p. two squares 

6. 
W. X, Kt. to K. B. third square 
B. Q. fo X. R. fourth square 

7. 
W. X. jR..P. ftw) squares 
B. X. £. <o X. £. tAird square 

8. 
W. X. ^0 Ats Xf. square 
B.* X. Xf . P. one square 

9. 
W. X. X^. to X. sqtMire 
B. X. Kt.to X. second square 

10. 
W. Q. Kt. to Q. B. third square 
B. K. R. to K. Kt. square 

11. 
W. Q. Kt. to K. second square 
B. P. to adv. K. B. third square 



^^ L 



85 

Ifii 
W. Q. Kt. to K. Kt. third square 
B. Q. to K. Kt. third square 

13. 
W. K R. P. one square (or A) 
B. Q. to K. B. third square 

14. 
W,. K. Kt. P. takes P. 
B. P. takes K. Kt. P. 

16. 
W. K. to his B. second square 
B. K. B. takes Q. B. 

16. 
W. Q. R. takes Q. B. 
B. Q. B. to adv. K. Kt. fourth square 

17. 
W. Q. B. P. one square 
Bv Q. to adv. K. B. fourth square 

18. 
W. K. Kt. takes P. at K. B. third square 
B. Q. B. to K. third square. 



(Or A) 

IS. 
W. Q. B. takes K. B. 
B. Q. takes Q. B. 



] 
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U. 
W. K. Kt. P. takes P. 
B. Q. to adv. K. third square and checks 

15. 
W. K. to his Kt. second square 
B. K. Kt. to its third square. 



SECOND VARIATION, 

BE01NNIM6 AT THE IIXTM MOTB OF THE WHITE. 

1. 

. W. K. P. tfjDo squares 
B. The same 

2; 
W. X. J3. P. two squares 
B. K. P. takes K. B. P. 

. 3. 
W. X. JB. to Q. B, fourth square 
B. Q. to adv. K. R. fourth square and checks 

4. 
W. K. to his B. square 
B. CL.P. one square 

5. 
W. Q. P. two squares 
B. £• Kt. P. two squares 
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6. 
W. Q. Kt. to Q. B. third square 
B. K. Kt. to K. second square 

7. 
W. Q. Kt. to K. second square 
B. K. B. to K. Kt. second square 

8. 
W. K. Kt. to K. B. third square 
B. Q. to K. R. fourth square. 

W. K. R. P. two squares 
B. K. R. P. one square 

10. 

• 

W. K. to his B. second square 
B. Q. to K. Kt* third square 

11. 
W. Q. to her third square 
B. Q. Kt. to Q. B. third square 

12. 
W. K. R. P. one square 
B. Q. to K. R. second square 

13. 
W. Q. B. to Q. second square 
B. K. B. P. two squares 

14. 
W. K. P. takes K. B. P. 
B. Q. B. takes K. P. 
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15. 
W\ Q. to her Kt. third square 
B. K. castles on his Queen's side. 
^ Black has the best of the game. 



THIRD VARIATION, 

BSGIinmiO AT THE SIXTH MOTE OF THK 'WUIXI.^ 

1. 

W. K. P. ^100 sqiuirei 
B. Thesame^ 

2. 
W. £• B. p. two squares 
B. K. P. takes P. 

3. 
W. K. B. to Q. B. fourth square 
B. Q. to adv. K. R* fourth square and checks 

4. 
W. K. to his JB. square 
B. Q. P. one square 

5. 
W. Q. P. two squares 
B. K. Kt. P. two squares 

6. 
W. Q. B. P. one square 
B. K. Kt. to K. second square 



N 
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7. 
W. Q. to her Kt. third square. 
B. Q. to K. R. fourth square 

8. 
W. K. Kt. to K. B. third square 
B. K. B. to K. R. third square * 

9. 
W. K. R. P. two squares 
B. K. castles 

10. 
W. K. to his Kt. square 
B. P. to adv. K. Kt. fourth square 

11. 
W. K. Kt to K. square 
B. Q. Kt. to Q. second square 

12. 
W. K. Kt. to Q. third square 
B. K. Kt to its third square. 

Black has the advantage. 



lEUbent]^ (Sum* 



king's gambit. 



1. 

W. K. P. two squares 
B. The same 



1 
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2. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. R. P. two squares 
B. E. B. to K. second square 

4. 
W. E. Et. to E. B. third square 
B. The same 

6. 
W. Q. P. one square * 
B. Q. P. two squares 

6- 
W. P. takes Q. P. • 

B. E. Et. takes P. 

7. 
W. Q. B. P. two squares 
B. E. B. to adv. Q. Et. fourth square and checks 

8. 
W. Q. B. to Q. second square 
B. B. takes Q. B. and checks f 



* It woald be better to play K« P. one square; playing tbe Q. P. 
one square before the K. B. has moved, is seldom good play as it con- 
fines the K. B. 

t Instead of taking the Q. B. Black should play K. Kt to adv. K. 
third square, and if White play Q. to her R. fourth square and check. 
Black should interpose the Q B. as the White cannot take K. B. 
without losing the Queen. 



91 

9. 
W. Q. takes B. 

B. K. Kt. to adv. K. third square 

10. 
W. Q. Kt. to Q. B. third square 
B. K. castles. 

11. 
W. Q. Kt. to Q. square 
B. K. R. to K. square 

12. 
W. Q. Kt. takes K. Kt. 
B. R. takes Kt and checks 

13. 
W. K*. B. to K. second square 
B. Q. B. to adv. K. Kt. fourth square 

14. 
W. K. castles with Q. R. 
B. B. takes Kt. • 

15. 
W. B. takes B. 
B. Q. B. P. one square. 

Black has a good game. 



* Black might also plsy Q. Kt. to Q. B. third square. 



9^ 



FIRST VARIATION, 

BIGIinfUfG AT THE FIfTH MOVE OF THE WftlTB. 

1. 

W* K. P. two squares 
B. The same 

. 2. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. X. JJ. P. two squares 
B. K. B. to K. second square 

4. 
W. K, Kt. to K. B. third square 
B. The same 

o. 
W. Q. Kt. to Q. B. third square 
B. Q. P. two squares 

6. 
W. K. P. one square 
B. K. Kt. to K. R. fourth square 

7. 
W. Q. P. two squares 
B. Q. B. to adv. K. Kt. fourth square 

8. 
W. Q. to her third square 
B. K. castles 
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9- 
W. Q. Kt to K. wGond sqoBre {or A) (pr B) 
B. K. B. P. one square 

10. 
Kt takes P. at £. B. fouith iquare 
B. P. takes K. P. 

11. 
:. tikea Kt. 
to adv. K. fourth square 

18. 
. to her Kt. third iquare 
takes Kt. at K. R. fourth square 

13. 
. takes Q. Kt. P. 
takes Kt. 

14. 
. Ukes Q. R. 
. B. takes K. R. P. and checks 

13. 
. to Q. second square 
.takesK.Kt.P. 

16. 
;. takes P. 

\. to K. Kt. fourth square and checkf. 
Black ought to win the game. 
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(Or A) 

9. 
W. Q. B. to Q. second square 
B. Q. B. P. one square 

10. 
W. K« castles 
B. K. Kt. to adv. K. Kt. third square 

11. 
W. K. R. to its second square * 
B. Q. B. to K. B. fourth square. 

12. 
W. Q. Kt. to K. fourth square 
B. P. takes Kt. 

The last moves of the Black are skilfully 
playied. 



(OrB) 

9. 
W. Q. to adv. Q. Kt. fourth square 
B. Q. B. takes K. Kt. 

• 10. 
W. P. takes B. 
B. Q. Kt. to Q. B. third square 

11. 
W. Q. Kt. to K. second square 
B. K. B. takes K. R. P. and checks 



* White ooj^t to sacnfioe the Rook and play Q. Kt. to K. second. 



i- ^ « 
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!• 


12. 




W. K. to Q. square 




B. Kt. to adv. E. Kt. third square 




IS. 




W. Kt. takes Kt. 




B. B. takes Kt. 



SECOND VARIATION, 

BBGINNIMO AT THE SIXTH MOTE OF THE FIRST YARIATION. 

1. 

W. JC. p. two squares 
B. The same 

2. 
W. K. B. P. tzxH) squares 
B. X. P. takes K. B. P. 

3. 
W. K. R. P. tziDo squares 
B. X. JB. to K. second square 

4. 
W. K. Kt. to X. B. third square 
B. The same 

5. 
W. Q. Kt. to Q. JB. third square 
B. Q. P. two squares 
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6. 
W. K, P. takes Q. P. 
B. K. Kt. takes K. P. 

7. 
W. Q. Kt. takes K. Kt. 
B. Q. takes Q. Kt. 

8. 
W. Q. P. one square 
B. Q. to K. third square and checks 

9. 
W. K, B. to K. second square 
B. K. B. to Q. third square 

10. 
W. Q. B. P. two squares 
B. Q. B. P. one square 

11. 
W. Q. to her B. second square 

B. K. castles 

12. 
W. Q. B. to Q. second square 
B. K. R. to K. square 

13. 
W. Kt. to Q. fourth square 
B. Q. to K. fourth square 

14. 
W. Q. B» to its third square 
B. Q. B. to adv. K. Kt. fourth square 



i 
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15.' 
W. Kt. to K. B. third square 
B. Q. to K. second square. 

Black has the advantage. 



THIRD VARIATION, 
BEGnnniro at thx sbtkhth motb op thb sbcomd 

TARIATION. 
U 

W. K. P. two squares 
B. The same 

W. K. B. P. tuo squares 
B. K. P. takes K. B. P. 

3. 
W. K. U. P. two squares 
B. K. B, to K. second square 

4. 
W. £. Kt, to K. B, third square 
B. The same 

5. 
W. Q. Kt. to Q. B. third square 
B. Q. P. two squares 

6. 
W. K. P. ^aAes Q. P. 

B. Kt. takes K. P. 

H 
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7. 
W. Q. P. two squares 
B. Kt. takes Q. Kt. 

8. 
W. Q. Kt. P. takes Kt. 
B. K. B. to Q. third square 

W. P. to Q. B. fourth square 

B. Q. to K. second square and checks 

10. 
W. K. B. to K. second square 
B. Q. B. P. one square 

IJ. 
W. P. to adv. Q. B. fourth square 
B. K. B. to Q. B. second square 

W. Q. to her third square 

B. Q. B. to adv. K. Kt. fourth square. 



FOURTH VARIATION, 

BEGINNING AT THB FOURTH MOVB OF THB YfUlTM* 

1. 

W. Jl. P. two squares 
B. The same 
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2. 
W. K. B. P. two squares 
B. X. P. takes K. B. P. 

3. 
W. K. R. P. two squares 
B. £. JB. to K. second square 

4. 
W. Q. to K. Kt. foiurtk square 
B. Q. P. two squares 

5. 
W. Q. takes Gambit P. 
B. K. B. to Q. third square 

6. 
W. K. P. one square 
B. Q. to K. second square 

7. 

W. Q. P. two squares 

B. E. B. P. one square / 

8. 
W. K. Kt. to K. B. third square 
B. Q. Kt. to Q. second square 

9. 
W. Q. Kt. to Q. B. third square 
B. Q. B. P. one square 

10 
W. Q. B. to Q. second square 
B. K. B. P. takes K. P. 
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11. 

W. Q. P. takes K. B. P. 

B. Q. Kt. takes P. 

12. 

W. K. Kt. takes Kt. 

B. K. B. takes K. Kt 

If White play the Q. to K. third s()uare. 
Black will gain a piece by playing Q. P. one 
square, and if he play Q. to adv. K. Kt. fourth 
square. Black must play K. B. to its third 
square, checking with the Q. White will be 
obliged to interpose the Q. at K. third square, 
and Black by taking the Q. and then playing 
Q. P. one square, will gain a piece: should 
the White play the Q. to any other square. 
Black will win the Q. Kt. 



FIFTH VARIATION, 

BEGMMIMG AT THE SIXTH MOTS OF THS FOURTH YARIATIOH. 

I. 

W. K. p. two squares 
B. The same 

2. 
W. K. JB. P. two squares 
B. K. P. takes K. B. P. 
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s. 

W. K. R. P. two squares 
B. K. B. to K, second square 

4. 
W. Q. to K. Kt, fourth square 
B. Q. P. two squares 

5. 
W. Q. takes K. P. 
B. K. B. to Q. MtVJ square 

6. 
W. Q. to K. B. third square 
B. Q. P. takes K. P. 

7. 
W. Q. takes P. and checks 
B. K. Kt. to K. second square 

8. 
W. Q. to K. B. third square 
B. Q. B. P. one square 

9. 
W. Q. P. two squares 
B. E. Kt. to K. B. fourth square 

10. 
W. Q. B. to K. diird square 
B. K. B. to adv. K. Kt. third square and checks 

11. 
W. Q. B. to K. B. second square 
B. Bt takes Q. B. and checks 
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1€. 
W. Q, takes B. 
B. Q. takes Q. P. 

13. 
W. Q. to K. second square and checks 
B. Q. B. to K. third square* 

Black has considerably the best of the game« 



tS^tolf^ flfame. 



Cunningham's gambit.* 



1. 

W. K. P. two squares 
B. The same. 

«. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. K. Kt. to K. B. third square 
B. K. B. to K. second square 



* This gams is called bj Staioma the Three Paims' Gambit, it is 
now genenlly known by the name afCnnningham's Gambit. 
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4. 

W. K. B. to Q. B. fourth square 

B. K. B. to adv. K. R. fourth square and checks 

5. 
W. K. Kt. P. one square * 
B. P. takes K. Kt P. 

6. 
W. K. castles 
B. P. takes K. R. P. and checks 

7. 
W. K. to his R. square 
B. Q. P. two squares f 

8. 
W.K. B..takesQ.P. 
B. K. Kt to K. B. third square 

§. 

W. K. B. takes K. B. P. and checks 
B. K. takes B. 

10. 
W. K. Kt takes K. B. 
B. K. R. to K. B. square 

11. 

W. K. P. one square (or A) (or B) 
B. Q. to her fourth square and checks 

* If the White were to move the K. to lus B. square he would 
lute the bett of the game. 

t TUi ig the belt owve the Blidt can plaj, Indeed the whole of 
the defence b rtry well played. 



i I 



) 
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12. 
W. K. Kt. to K. B. third square 
B. K. Kt. to K.R. fourth square 

IS. 
W. Q. B. P. two squares 
B. Q. to her B. third square 

14. 
W. Q. P. two squares * 

B. K. Kt. to adv. K. Kt. third square and checks* 
White will lose the game. 



(Or A) 

11. 
W. Q. P. two squares 
B. K. to his Kt. square. 

12."* 
W. Q. B. to adv. K. Kt. fourth square 
B. K. Kt. takes £;. P. 

13. 
W. Q. B. takes Q. 
B. R. takes R. and checks 

14. 
W. Q. takes R. 

B. Kt. to adv. K. Kt. third square and checks. 
Black has the better game. 



\ 



* This is a very bad move, he should move Q. to K. squarci the 
Black would Deverthdess have the best of the g»me. 
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(OrB) 
11. 
W. Q. P. one square 
B. K. to his Kt. square 

liV. Q. B. to adv. K. Kt fourth square 
B. K. Kt. takes K. P. 

13. 
W. R. takes R. and checks 
B. K. takes R. 

14. 
W. Q. to K. B. third square and checks 
B. Kt. to K. B. third square 

15. 
W. Q. Kt. to Q. B. third square 
B. Q. B. to Q. second square 

16. 
W. Q. R. to K. B. square * 
B. Q. B. to its third square 

17. 
W. Q. Kt. to K. fourth square 
B. Q. Kt. to Q. second square 
Bla«k has the advantage. 



* It would be better to take the Knight with the Q. B. 
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FIRST VARIATION, 

BfeGINHING AT THE MIMTH MOYB OF TRB WHITB. 

1. 

W. K. p. two squares 
B. The same 

W. X. B. P. two squares 
B. K. P. takes K. B. P. 

S. 
W. K. Kt. to K. B. third square 
B. K. B. to K. second square 

4. 
W. X. B. to Q. B, fourth square 
B. K, B. to adv* K. R. fourth square and checks 

5. 
W. K. Ktm p. one square 
B. P. takes K. Kt. P. 

6. 
W. K. castles 
B. P. takes K. R. P. and checks 

7. 

W. K. to his R. square 
B. Q. P. ^flpo squares 

8. 
W. X. JB. Gators Q. P. 
B. X. Xt« to K. B. third square 



I 
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9. . 
W. K. B. to Q. Kt. third square 
B. K. Kt. takes K. P. 

10. 
W. Q. to K. second square 
B. The same 

11. 
W. K. B. takes K. B. P. and checks 
B. K. to his B. square 

12. 
W. Q. takes P. at K. R. second square 
B. Kt. to adv. K. Kt. tfiird square and cheeks 

13. 
W. K. to his Kt. second square 
B. Kt. takes R. 

14. 
W. Q. takes B. 
B. Q. takes Q. 

15. 
Vf. Kt. takes Q. 
B. Kt. takes Q. P. 

Black has, the beat of the game. 



SECOND VARIATION, 

BBODfMING AT TUB NIIITH If 0TB OF THB WHTTB. 

1. 

W. K. P. too squares 
B. The same 
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2. 
W. K. B. P. two squares 
B. K. P. takes K. B. P. 

3. 
W. X. Kt. to K. B. third square 
B. £• B. to K. second square 

4. 
W. K, B. to Q. B. fourth square 
B. K. B. to adv. K. R. fourth square and checks 

5 
W. K» Kt. P* one square 
B. P. takes K. Kt. P. 

6. 
W. K. castles 
B. P. takes K. R. P. and checks 

7. 
W. K. to his JR. square 
B. Q. P. two squares. 

8. 
W. jB. ^afte* Q. P. 
B. £. £^. to K. B. third sqtuire 

9. 
W. K. Kt takes K. B. 
B. K. Kt. takes K. B. 

10. 
W. K. P. takes Kt. 
, B. Q. takes K. Kt 
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11. 
W. Q. to K. second square aod checks 
B. K. to Q. square 

12. 
W. Q. takes P. at K. R. second square 
B. Q. B. to adv. K. R. third square 

13. 
W. K. R. to Q. square * 
B. Q. to adv. K. fourdi square and checks 

14. 
W. K. to his Kt. square 

B. Q. to adv. K. Kt. fourth square and checks. 
Black ^ins the Rook and the game. 



THIRD VARIATION, 

BBGINNIMO AT THE UOBTH MOYK OF THE WHTTB. 

1. 

W. X. p. two sqtuires 
B. The same 

2. 
Vf.K.B. P. two squares 
B. K. P. takes it. 



* Instead of remoying the Rook, White should play Q. Kt. to Q. 
B. third square, or advance Q. P. one square. 



I 
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s. 

W. K. Kt. to K. B. third, square 
B. K. B. to K. second square 

4. 
W. K. B. to Q. B. fourth square 
B. K. B. to adv. K. R. fourth square and checks 

5. 
W. K. Kt. p. one square 
B. P. takes K. Kt. P. 

a. 

W. K. castles 

B. P. takes K. R. P. and checks 

7. 
W. X. to his R. square 
B. Q. P. two squares 

8. 
W. K. P. takes Q. P. 
B. K. B. to K. second square 

9. 
W. Q. P. two squares 
B. K. Kt. to K. B. third square 

10. 
W. Q. Kt. to Q. B. third square 
B. K. Kt. to K. R. fourth square. 

W. K. R. to K. square 

B. Q. B. to adv. K. Kt. fourth square 



n 



HI 

W. Q. to her third square 
B. K. castles 

13. 
W. K. Kt. to adv. K. fourth square 
B. K. B. to Q. third square 

14. 
W. K. Kt. takes Q. B. 
B. Q. to adv. K. R. fourth square. 

Black has decidedly the best of the game. 



FOURTH TARIAVION, 

BBQniNIMG AT THE MIIITH XOTB OF THB THUUI TABIATION. 

1. 

W. K. P. tttfo squares 
B. The same 

2. 
W. K. B. P. two squares 
B. X. P. takes K. B. P. 

3. 
W. K. Kt. to K. jB. third square 
B. K. B, to K. second square 

4. 
W. K. B. to Q. B. fourth square 
B. £. jB. to ado. K. B. fourth square and checks 



• * 
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5. 
W. K. Kt. P. one square 
B. P. takes K. Kt. P. 

6. 
W. K. castles 
B. p. takes K. E. P. and checks 

7. 
W. K. to his R. square 
B. Q- P. faw squares 

8. 

W. K. P. ^aifc« Q. P- 

B. -K. B. to K. second square 

9. 

» 

W. K. Kt. to adv. K. fourth square 
B. K. Kt. to K. B. third square 

10. 
W. K. Kt. takes K. B- P. (or A) 
B. K. takes Kt. 

11. 
W. Q. P. one square and checks with K. B. 
B. Q. B. to K. third square 

12. 
W. K. B. takes Q. B. and checks 
B. K. takes K. B. 

13. 

W- P. takes K. B. 
B. K. takes P. 
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14. 
W. Q. B. P. two squares 
S. K. R. to K. B. square 

15. 
W. Q. Kt to Q. B. third square 
B. K. to his B. second square 

16. 
W. Q. P. two squares 
B. K. to his Kt. square 

Black has the best of the game. 



(Or A) 

10. 
W. P. to adv. Q. third square 
B. Q. takes P. 

II. 
W. B. takes K. B. P. and checks 
B. K. to his B. square 

12. 
W. Q. P, two squares 
B. Q. Kt. to Q. B. third square 

13. 
W. Kt. takes Kt. 
B. Q. takes Kt. and checlLs 

14. 
W. Q. P. one square 
B. Q. to her Kt. third square 



I 



*" 
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15. 
W. K. B. to adv. K. R. fourth square 
B. K. Kt. P. one square 

16. 
W. Q. B. to adv. K. R. third square and checks 
B. K. to his own square* 



Wbixtnn/ib Ofame* 



queen's gambit.* 
1. 



W. K. p. two squares 
B. The same 

2. 
W. Q. B. P. two squares 
B. Q. P. takes Q. B. P. 



* This b 8 safe game to play, it u not, however, either so enter- 
taining or improring as the King's Gambit; it may be obserred that 
the games beginning with the Q. P^ two squares are very dull, oom^ 
pared with those which oommence with the K. P. tliey are therefive 
but seldom played. ^ 



I 
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3. 
W. K- P. one gquare ♦ 
B. Q. Kt. P. two squares f 

4. 
W. Q. R. P. two squares 
B. Q. B. P. one square 

5. 
W- Q. R. P. takes Q. Kt. P. 
B. P. takes P. 

6. 
W. Q. to K. B. third square 
B* Q. Kt. to Q. B. third square. . 

7. 
W. Q. takes Kt. and checks 
B. Q. B. to Q. second square 

W . Q. to adv. Q. R. third square 
B. K. P. one square 

9. 
W. Q. Kt. to Q. B. third square 
B. K. B. to adv. Q. Kt. fourth square 



* It is better to play thb pawn two squares ; if jonr advenary de- 
£Biid the Gambit Pawn (which he ought not to do), yon wiUt how- 
CTer, gain more by having advanced this Pftwn one square than two 



t The Black loses the game by this move ; it must be obser? ed 
that the Gambit Pawn cannot be suooettfolly defended m the Queen's 
Oambit. 
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10. 
W. Q. B. to Q. second square 
B. K. B. takes Kt. 

IT. 
W. Q. B. takes K. B. 
B. K. Kt. to K. second square 

12. ' 
W. K. Kt. to K. B. third square 
B. K. B. P. one square 

13. 
W. K. B. to K. second square 
B. K. castles. 

White having gained a piece for a Pawn, 
ought unquestionably to win the game. 



FIRST VARIATIOKT, 

BEGINNING AT THE FOURTH MOVE OF THE BLACK. 

1. 

W. Q. P. two squares 
B. The same 

2. 
W. Q« JB« P. ttXH) squares 
B. Q. P. takes Q. JB. P. 

3. 
W. K. P. one square 
B. Q. Kt. P. two squares 
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4. 

W. Q. JR. P. two squares 

B. Q. B. to Q. second square 

W. Q. R. P. takes P. 
B. Q. B. takes Q. R. P. 

6. 
W. Q. Kt. to Q. R. third square * 
B. Q. to her fourth square 

7. 

W. Q. Kt. P. one square 

B. Q. to her Kt. second square 

W. Q. Kt. takes B. 
B. Q. takes Kt. 

W. K. B. takes P. 

B. Q. to K. B. fourth square 

10. 
W. K. Kt. to K. second square 
B. K. P. one square 

11. 
W. K. castles 
B. K. B. to Q. third square 



■»» 



* The Knight ought to be played to Q. B. third aqu&re. 
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12. 
W. K. Kt to its third square 
B. Q. to K. B. third square 

13. 
W. K. P. one square 
B. Q. to K. second square. 

White has rather the advantage. 



SECOND VARIATION, 

BtOINNINO AT THE THIRD MOTS OP THE BIACK. 

1. 

W. Q. p. two squares 
B. The same 

2. 
W. Q. B. P. ttvo squares 
B. Q. P. takes Q. B. P. 

S. 
W, K. P. one square 
B. Q. B. to K. third square * 

4. 
W. Q. Kt. to Q. R. third square 
B. Q. to her fourth square 



* This 18 a verf bad more, as it confines the K. B. and Q. P. 
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5. 
W. K. B. P. one square 
B. Q. Kt. P. two squares 

6. 
W. Q. Kt P. one square 
B. P. takes P. 

7. 
W. Q. Kt takes Q. Kt. P. 
B. Q. to her own square 

8. 
W. Q. P. one square 
B. Q. B. to Q. second square * 

9. 
W. Q. takes P. at her Kt. third square 
B. K. P. one square 

10. 
W. K. B. to Q. B. fourth square 
B. Q. B. P. one square 

11. 
W. Q. P. takes K. P. 
B. K. B. P. takes P. 

12. 
W. K. B. takes K. B. P. 
B. P. takes Kt. 



• If the Bishop were to take the P. White would gun a piece by 
taking the B. wi& the Queen. 



1£0 

13. 
W. B. takes K. Kt ♦ 
B. Q. to K. second square. 

White has the best of the game. 



THIRD VARIATION, 

BBGIKNING AT THE VIFTH MOTE OF THE SECOND TARIATION. 

1. 

W. Q. P. two squares 
B. The same 

2. 
W. Q. B. P. two squares 
B. Q. P. takes Q. B. P. 

3. 
W. X. P. one square 
B. Q. jB. ^0 X. third square 

4. 
W. Q. Kt» to Q. li. Mtr^I square 
B. Q. ^0 her fourth square 

5. \ 

W. K. B, P. one square 
B. Q. to her R. fourth square and checks 



* It woald be better to check with the Buhop and then' take 
K.Kt 
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6. 
W. K. to his B. second square 
S* Q. Kt. P. two squares 

7. 
W. Q. Kt. P. one square 

S. Q. to her R. third square 

8. 
W. Q. P. one square 
B. Q. B. to Q. second square 

9. 
W. Q. Kt. P. takes P 

B. K. P. one square 

10. 
W. Q. Kt. takes Q. Kt. P. 
B. Q. B. takes Kt. 

11. 
W. P. takes B. 

B. Q. to her third square 

12. 
W. K. JP. one square 
B. K. Kt. to K. B. third square 

IS. 
W, Q. B. to Q. Kt. second square 
B. Q. Kt. to Q. second square 

14. 
W. Q. R. to Q. B. square 
B. Q. Kt. to K. fourth square. 

White's game is better than the Black's. 



i 
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FOURTH VARIATION, 

BEGIMHIHG AT THE THIRD MOVE OF THE BULCK. 

1. 

W. Q. P. two squares 
B. The same 

2. 

W. Q. B. P. two squares 
B. Q. P. takes Q. B. P- 

3. 
W. K. P. one square 
B. K. P. two squares 

4. 
W. K. B. takes P. 
B. K. P. takes Q. P. 

5. 

W. P. takes P. 

B. Q. Kt. to Q. B. third square 

6. 
W. K. Kt. to K. B. third square 
B. Q. B. to adv. K. Kt. fourth square 

7. 
W. K. castles 
B. K. B. to Q. third square * 



• It would be better to take the K. Kt. ami then piny K. Kt. m 
K. B. third square. 



I 
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8- 
W. K. R. to K. square aad checks 
S. K. Kt. to K. second square 

9. 
W. E. B. takes K. P. B. and checks 
B. K. takes B. 

]0. 
W. K. Kt. to adv. K. Kt. fourth square and checks 
B. K. to his own square 

IJ. 
W. Q. takes Q. B. 
B. Q. to her second square 

12. 
W. K. Kt. to adv. K. third square 
B. K. Kt. P. one square. 

White has a very good game. 



FIFTH VARIATION, 

BBGimrUlO AT THS IIZTH MOTE OF THB FOORTH 

TAHIATION. 



1. 



W. Q. P. ttvo squares 
B. The same 
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2. 
W. Q. B. p. ^«w 5qiiar« 
B. Q. P. ^ates Q. B. P. 

3. 
W. K. p. owe square 
B. JE. P. too squares 

4. 
W. X. B. takes P. 
B. K. P. takes Q. P. 

5. 
W. K. P. ^afces K, P. 
B. Q. K^. fo Q. B. third square 

W. X. Kt. to K. B. third square 
B. K. B. to Q. third square 

7. 
W. K. castles 
B. K. Kt. to K. second square * 

8. 
W. K. Kt. to adv. K. Kt. fourth square 
B. K. castles 

9. 
W. Q. to adv. K. R. fourth square 
B. K. R. P. one square 



» Black loses the game by this move, he ought to have played the 
Knight to K. B. third square. 



\ 



\9S 

W. K. Kt. takes K. B. P. 
B. R. takes Kt* 



* This is the best move for the Black, for if he were to move the 

Queeo either to her second or to the King's square, he would lose 

the game in a few moves : ex. gt. 

Suppose the Black plays 

10. 
W 

B. Q. to her second square 

11. 
W. K. Kt takes K. R. P. and checks 
B. K. to K. R. square 

12. 
W. K. Kt to adv. K. B. fourOi square 
and check-mates with the Q. 

Or suppose the Black to play 

10. 
W 

B. Q. to K. square 

11. 
W. K. Kt takes K. R. P. and checks 
B. K. to his R. second square 

12. 
W. K. Kt to adv. K. B. second square, 

checking with the Q. 
B. K. to his Kt square 

IS. 
W. Q. to adv. K. R. square and check- 
mates. 
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11. 
W. B. takes R. and checks 
B. K^ to R. second square 

12. 
W. Q. B. to K. third square 
B. Q. B. to K. B. fourth square 

White having a Rook and Pawn for a 
'^ Knight ought undoubtedly to win. 



SIXTH VAEIATION, 

BB6INMIN6 AT THE FIFTH MOYB OF THS VIFTB TAUATIOir, 

1. 

W. Q. P. two squares 
B. The same 

2. 
W. Q. JB. P. two squares 
B. Q. P. takes Q. JB. P. 

W. X. P. one square 
B. K. P. tivo squares 

4. 
W. K. B. takes P. 
B, K. P. takes Q. P. 
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5. 
W. K. P. takes K. P. 

S. K. B. to Q. third square 

6. 
W. Q. to K. B. third square 
B. Q. to K. second square and checks 

7. 
W. K. Kt. to K. second square 
S« K. IL P. one square 

W. K. castles 

B. K. Kt. to K. B. third square. 

9. 
W. Q. Kt. to Q, 1^ third square 
B. K. castles 

10. 
W. K. Kt. to K. B. fourth square 
B. B. takes Kt. 

11. 
W. Q. B. take» B. 

B. Q. B. P. one square 

12. 
W. Q. B. to adv. K. fourth square 
B. Q. Kt. to Q. second square. 

The game is slightly in favour of the 
White. 



SEVENTH VARIATION, 
mBfiitrMiNii AT THa tbibd motk of the bi 



W. Q. P. two sqtiarei 
B. The same 

2. 
W. Q. B. P. two squaret 
B. Q. P. takes Q. B. P. 

3. 
W. K. P. one square 
B. The same 

4. 
W. K. B. takes P. 
B. K. B. to Q. third square 

5. 
W. K. P. one square 
B. Q- B. P. one square 

6. 
W. K. P. one square 
B. K. B. to Q. B. second square 

7. 
W. Q- R. P. two squares 
B. K. Kt- to K. second square 



W. K. Kt. to K. Hecond aqnire 
B. K. casde> 

9. 
W. K. castlea 
B. Q. Kt. to Q. aecond square 

10. 
y/. Q. Kt. to Q. B. third square 
B. Q. Kt. to ito third square 

n. 

W. K. B. to Q. R. second square 
B. Q. Kt. to Q. fourth square 

' 12 
W. K. B. P. two squares 
B. Q. Kt. P. one square. 

The game is nearly equal. 



iFmntnntli 0famt. 



W^. Q- P. two squares 
S. 'Hie same 



W. Q. B. P. two square! 
B. K. P- one square 

3. 
W. K. P. one square 
B. K. B. to adv. Q. Kt. fourth square and checlcs 

A. 
W. K. B. to Q. second square 
B. B. takes B. and checks 

5. 
W. Q. Kt. takes B. 
B. K. Kt. to K. second square. 

6. 
W. Q. B. P. one square 
B. Q. Kt. P. one square 

7. 
W. Q. Kt. P. two squares 
B. Q. R. p. two squares 

8. 
W. Q. R. P. one square 
B. K. castles 

9. 
W. K. B. to Q. third square 
B. K. Kt. to K. Kt. third square 

10. 
W, K. Kt to K. seccmd square 
B. Q. B. to Q. Kt. second square 
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11. 
1¥. K. castles 
S. K. B. P. two squares 

18. 
Vf. Q. to Q. B. second square 
B. Q. R. P. takes P. 

13. 
W. Q. R. P. takes Q. R. P. 
B. Q. Kt. to Q. B. third square. 
The game is about equal. 



^fftttn^ QrBmf • 



1. 

W. Q. P. two squares 
B. The same 

2. 
W. Q. B. P. two squares 
B. The same* 



* Hub 18 not to good a moTe as taki|i£ the Pawn, 



I 

) 



132 

3. 
W. Q. Kt. to Q. B. third square * 
B. P. takes Q. P. 

4. 
W. Q. takes P. 
B. Q. P, takes Q. B. P. 

5. 
W. Q. takes Q. and checks 
B. K. takes Q. 

6. 
W. K. P. two squares 
B. Q. B. to K. third square 

7. 

W. Q. Kt. to adv. Q. fourth square t 
B. Q. Kt. P. two squares 

8. 
W. Q. R. P. two squares 
' B. Q. B. to Q. second square 

9. 
W. Q. R. P. takes P. 
B. B. takes P. 

10. 
W. Q. Kt. to Q. B. third square j: 
B. Q. B. to Q. R. third square 

• It would be better play, to take the Q. B. P. 
t It would be better to play K. B. P. two squares. 
X Instead of this move White ought to play Q. Kt to adv. Q. Kt. 
third square. 



y 



f 
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11. 
W. Q. B. to K. B. fourth square 
B. Q. B. to Q. Kt. second square 

12. 
W. K. B. takes P. 
B. K. P. one square. 

White has the best of the game. 



ONE HUNDRED SITUATIONS 



<m 



DIAGRAMS. 
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No. 1. 



KBD TO WIH IN THREE MOVES.. 
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d 
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No. 2. 



RED TO WIN IN 



OVES. 
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No. 3. 



REI> TO WIN IN THRBE MOVE*. 
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SEVENTH VARIATION, 

BEGINNING AT THE THIRD MOTE OP THE BLACK. 

1. 

W. Q. P. two squares 
B. The same 

2. 

W. Q. JB. F- ttvo squares 
B. Q. P. takes Q. B. P. 

3. 
W. K. P. one sju^rc 
B. The same 

4. 

W. K. B. takes P. 

B. K. B. to Q. third square 

5. 
W. K. P. one square 
B. Q. B. P. one square 

6. 
W. K. P. one square 
B. K. B. to Q. B. second square 

7. 
W. Q. R. P. two squares 
B. K. Kt. to K. second square 



-V' 



I 



129 

8. 

W. K. Et. to K. second square 
B. E. castles 

9. 
W. E. castles 
B. Q. Et to Q. second square 

10. 
W. Q. Et. to Q. B. third square 
B. Q. Et. to its third square 

11. 
W. E. B. to Q. R. second square 
B. Q. Et. to Q. fourth square 

•12 
W. E. B. P. two squares 
B. Q. Et. P. one square. 

The game is nearly equal. 



iFotmeentj^ (Same. 



1 



W. Q. P. two squares 
B. The same 



K 



1 
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2. 
W. Q. B. P. two squares 
B. K. P. one square 

3. 

W. K. P. one square 

B. K. B. to adv. Q. Kt. fpurth square and checks 

A. 
W. K. B. to Q. second square 
B. B. takes B. and checks 

5. 
W. Q. Kt. takes B. 
B. K. Kt. to K. second square. 

6. 
W. Q. B. P. one square 
B. Q. Kt. P. one square 

7. 
W. Q. Kt. P. two squares 
B. Q. R. P- two squares 

8. 
W. Q. R. P- one square 
B. K. castles 

9. 
W. K. B. to Q. third square 
B. K. Kt. to K. Kt. third square 

10. 
W. K. Kt to K. second square 
B. Q. B. to Q. Kt. second square 
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11. 
W. K. castles 
B. K. B. P. two squares 

IS. 
W. Q. to Q. B. second square 
B. Q. R. P. takes P. 

13. 
W. Q. R. P. takes Q. R. P. 
B. Q. Kt. to Q. B. third square. 
The game is about equal. 



^fftttnd CErBim • 



1. 

W. Q. P. two squares 
B. The same 

2. 
W. Q. B. P. two squares 
B. The same* 



* This is not to good a nore as takipf; the Pawn. 



1 

I 



1S2 

3. 
W. Q. Kt. to Q. B. third square * 
B. P. takes Q. P. 

4. 
W. Q. takes P. 
B. Q. P. takes Q. B. P. 

5. 
W. Q. takes Q. and checks 
B. K. takes Q. 

6. 
W. K. P. two squares 
B. Q. B. to K. third square 

7. 
W. Q. Kt. to adv. Q. fourth square t 
B. Q. Kt. P. two squares 

8. 
W. Q. R. P. two squares 
B. Q. B. to Q. second square 

9. 
W. Q. R. P. takes P. 

B. B. takes P. 

10. 
W. Q. Kt. to Q. B. third square % 
B. Q. B. to Q. R. third square 

* It woald be better play, to take tbe Q. B. P. 
t It would be better to play K. B. P. two squares. 
% Instead of this move White ought Id play Q. Kt to adv. Q. Kt« 
third square. 



f 






133 

11. 
W. Q. B. to K. B. fourth square 
B. Q. B. to Q. Kt second square 

12. 
W. K. B. takes P. 
B. K. P. one square. 

White has the best of the game. 
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No. 2. 



RED TO WIN IN 



MOVES. 
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No. 3. 
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No. 4. 



■liSD ro WIN IN THREE MOVES. 
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N(^ j>. 



RBD TO WIN »N THREE MOVF*. 
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No. 6. 



RED TO WIN IN THREE MOVES. 
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No. 7. 



RED TO WIN IN THREI MOVES. 
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No. 8. 



R£D TO wni iM mam moves. 
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No. 9. 



ESO TO Win IN FOUR MOVSS. 
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No. 10. 



HMD TO WIN IN FOUR MOVES: 
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No. II. 



RU» TO yfin IN FOUR MOVKf, 
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No. Ifi. 



RED TO WIN 1H FOUR MOVEt. 
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No. IS. 



RES TO wn in FOUR MOTBt. 





151 



No. 15. 



RED TO WIN IN FOUR MOVES. 
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No. 17. 



RED TO WIH IN FOUR MOVES. 
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No. 19. 



BSB TO Wn IH FITS MOTn. 
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No. 20. 



RED TO WIN IN FITB MOVIS. 
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No. £1 



nXD TO WIM IN FITS MOTES. 
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No. 23. 



RBD TO WIN IM FITS MOVES. 




BID TO WIN IK nvE NOvn, 
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No. 27. 



BED TO WIN IN VIYl MOTH. 
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No. 28. 



RED TO WIN IN FIVE MOVES. 




No. eg. 



n TO WIN IM nVB MOTBI. 
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No. 51. 



BID TO WIN IN riYE MOVES. 
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No. 34. 



RED TO WIN IN SIX MOVES. 
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No. 35. 



RBD TO WIN IM SIX MOVES. 
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No. 39. 



RED TO WIN IN SIX MOYSt. 
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No. 41. 



BXD TO Wn III UX MiBVn. 
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No. 43. 



RBD TO WIN IN SIX MOVES. 
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No. 44. 



RED TO WIV III tlX MOVBI. 
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No. 47. 



RED TO WIN IN SEVEN MOVES. 




:l» TO WIN IH IIVKM Movn. 
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No. 50. 



RED TO WIN III lEVKIf MOVES. 
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No. 51. 



BED TO WIN III HOHT MOYIt. 
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No. 52. 



RED TO WIN IN BIGA*r MOVKS. 
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No. 5S. 



RED TO Win in bight moves. 




KEU TO WIH IN EIGHT HOVfl. 
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No. 55. 



RID TO WIN IN BIGHT MOVBS. 
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No. 56. 



RED TO WIN IS UGHT MOVES. 
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No. 57. 



RID TO Win IN SIGHT MOVES. 
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No. 68. 



%BO TO Win m NWI Movn. 
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No. 69 



ftSD TO WIN IH aiHB MOW. 
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No. 60. 



RED TO WIfl ni MINE MOTU. 
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No. 61. 



MWD TO Wni IN TBH M OYSS. 
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RIO TO WIN IM BtSVBM MOVBl, 
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No. 73. 



mXD TO Wni THS OAMI. 
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RBU TO WIN THE GAME. 
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No. 76, 



R|]» TO WIN THK 6AMK. 
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No. 76. 



RBU TO WIM THK GAMS. 
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RID TO WIN THI GAMK. 
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RED TO Wm THE GAME 
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BSD TO WIN TRK GAME. 




■H) TO WW THB CUfB. 
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RXD TO WIN THB GAMB. 
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No. 82. 



RED TO WIN THE GAME. 
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No. 83. 



RED TO WIN THB GAME. 
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No. 84. 



RBD TO WIN THE 6AHS. 
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No. 85. 



MD TO WIM nt 6A1IB. 
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No. 88. 



UM» TO WIV THB GAME. 
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No. 89. 




226 



No. 90. 



RED TO WIN THE GAME. 
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No. 91- 



BED TO WIN THE GAME. 
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No. 93. 



RBO TO WIN THB CAMS. 
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No. 94. 



RKD TO WIN THE OAMB. 
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No. 97. 



REU TO DRAW TUB GAME. 




U TO DRAW THE OAHS. 
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No. 99. 



KEI> TO DRAW THE GAME. 
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SOLUTIONS. 
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r 



SOLUTIONS. 



No. 1. 

» 

]. 

Red. Kt. to K. Kt. fourth square and checks 
Black. R. takes Kt. • 

2. 
R. R. to adv. K. B. fourth square and checks 
B, K. takes R. 

3. 
R. R. to ady. Q. fourth square and checkmates. 



No. 2. 

1. 

JR. B. to adv. Q. Kt. second square and checks 
jB. R. takes B. 



1 



R. R. to adv. Q. B. square and checks 
B. R. interposes 

■3. 
R. Kt. to adv. Q. B. second square and checkmates. 



R. R. to adv. Q. B. second square and checks 
B. B. takes R. 



R. Kt- to Q. fourth square and checks 
B. K. to Q. B. fourth square 



R. R. to adv. Q. Kt. fourth square and checkmates. 



R. Kt. takes K. B. P. and checks 
B. P. takes Kt (or A) 



R. B. to adv. K. fourth square and checks 
B. K. to his third square 



R, Kt. to adv. Q. B. fourth iqAare and check- 
nates. 



n 
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(Or A) 

1. 
R. Kt. takes K. B. P. and checks 
B. R. takes Kt. 

2. 
R, B. to adv. K. fourth square and checks 
B^ R. takes B. 

3. 
R. P. takes R. and checkmates. 



No. 5. 

1. 
R. Q. to adv. Q. R. third square and checks 
B. Kt takes Q. 

2. 
R, B. takes Q. Kt. P. and checks 
jB. K. to Q. R. second or Q. Kt. square 

3. 
jR. Kt. to adv. Q. B. third square and checkmates. 

No. 6. 

1. 
jR. R. to adv. K. Kt. fourth square and checks- 
B, If the K. be played to K. R. third square, Red . 
will checkmate with Kt. at adv. K. B.. 
second square, therefore, 
K. takes R. 



.^ jyffijTr . c wWtTs::^ '^trsj^i^. JSi-S"tr?r — - '-- '— v -- '■^fSTxT'^'*" 



r ^^ 
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li. Et. to adv. K. B. second square and checks 
B, K. to his R. fourth square 

3. 
R. K. Kt. P. two squares and checkmates. 



No. 7. 

1. 
12. K. R. to K. R. square and checks 
B* R. interposes 

9,. 
R. Q. R. to adv. K. R. second square and checks 
B. R. takes R. 

3. 
R. P. one square and checkmates. 



No. 8. 

1. 
R. Kt. to adv. Q. Kt. fourth square and checks 
B. B. takes Kt. 

9,. 
R. Kt. takes B. and checks 
B. K. takes Q. R.^. {or A) 

"^ 3. 
B. Q. Kt. P. one square becomes a Kt. and check- 
mates. 



it.1-- 
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(Or A) 
2. 
R. Kt. takes B. and checks 
B. K. to Q. Kt square 

3. 
S,. Q> R. P. one square and checkmatea 



R. R. to adT. Q. Kt. square and checks 
B. K. takes R. 



R. B. takes Q. P. and checks 
5. E. to Q. B. square ' 



S- Kt. to adv. Q. Kt. third square and checks 
B. K. to Q. square 



S. B. to adv; Q. B. second square and checkmates. 



R, K. B- to K. fourth square and checks 
3. K. R. to Q. Kt. second square 



R. Q. to adv. Q. Kt. square and checks 
5. Q. R. takes Q. 
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3. 
jR. R. takes Q. R. P. and checks 
B. B. takes R. 

4. 
R. Kt. to adv. Q. B. second square and check- 
mates. 



No. 11. 

1« 

12. Q« R. to adv. Q« R. fourth square and checks 
B, If the E. move to Q. Kt. third square, Q. wiU 
take Q. B. P. and checkmate, therefore, 
K. takes R. 

2. 
JR. Q. takes Q« B. P. and checks 
B. P. takes Q. 

3. 
R* Kt. to Q. B. fourth square and checks 
B. K. to Q. Kt. fourth square 

4. 
li. R. to adv. Q. Kt. third square and checkmates. 

No. 12. 

, I. 

JR. Q. P. one square and checks 
B. B. takes Q. P. 






. Q4S 

2. 
JS. R. to adr. Q. Kt. square and checks 
B. K. takes R. . ^' 

JR. Q. R. P. one square and checks 
JB. If Black play K. to Q. B. square. Red w31 a4« 
vance the P; to Q. and checkmate, and if K« 
move to Q. R. square* 

4. 
JR. Kt. to adv. Q. B. second square- and check- 
mates. 



No. 13. 

1. 
22. Q. Kt. P. one square and checks ' 

JB. K. to Q. Kt. square 

2. 
JR. R. to adv. Q. B. square and checks 
JB. R. takes R. 

3. 
R. B. to adv. Q. third square and checks 
jB. R. to Q. B. second square 

4. 
R, Kt. to adv. Q. second square and checkmates. 



1 
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No. 14. 

J. 
R. Q. B. to adv. Q. third square and checks ^ 
B. R. takes B. 

2. 
R, Q. R* to adv. Q. Kt. second square and checks 
JB. B. takes Q. R. 

3. 
R. Kt. to Q. B. second square and checks 
B. Kt takes Kt. 

4. 
£• R. to adv. Q. Kt. fourth square and check- 
mates. 



No. J 5. 

1. 
R. Kt. takes K. P. and checks 
B. B. takes Kt 

2. 
R. R. to adv. Q. B. fourth square and checks 
B. B. takes R. 

3. 
R. B. to K. fourth square and checks 
B. Kt. takes B. 

4. 
i2. Q. P. one square and checkmates. 



'*! -9«f •-. :^-9>tmjm^i^iim^t. -mi "man' n- II J" 'Stf! '■^ :%>».* •.^'m..a.k«.-_..-M>i^. 
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No. 16. 

1. 
R. Q. to adv. K. secoDd square and checks 
B. K. takes Q. 

2. 
R. Kt. to adv. K. Kt. third square and checks 
JB. K. to Q. square 

S. 
R. Kt. to adv. K. B. second square and checks 
B, K. to Q. B. square 

4. 
R. Kt. to adv. K. second square and checkmates. 



No. 17. 

1. 
R. R. to adv. K. B. square and checks 
B. B. takes R. 

2. 
R. Kt. to adv. K. Kt third square and checks 
B. K. R. P. takes Kt. 

S. 
R. P. takes P. and checks with the R. 
JB. K. to his Kt. square 

4. 
JR. K. B. to adv. Q. fourth square and check- 
mates. 




*. _. 
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No. 18. 

1. 
R. R. to adv. K. B« square and checks 
JB. Kt. to Q. B. square 

2. 
R. Q. takes Q. B. and checks 
B. K. takes Q. 

R. Q. R. P. one square and checks 
JB. K. to Q. Kt. square 

4. 
JR. Kt. to adv* Q. B* third square and checks 
B. K. to Q. R. square 

5. 
H. R. takes Kt. and checkmates. 



No. 19. 

1. 
R. Q. R. to adv. Q. R. second square 
B. R. to K. square (or A) 

R, Q. R. takes Q. and checks 
B. R. to K. second square 

3- 
R. Q. R< takes R. and checks 
JB. K. to his Kt. third square 



ir"" •«' t*'' 
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4. 
R. K. B. P. one square and checks 
B. K. takes Kt. 

5. 
JR. K, R. to K. R. second square and check** 
mates. 



{Or A.) 

1. 
12. Q. R. to adv. Q. R. second square 
S* Q. takes Q. R. and checks 

2. 
R. Q. B. P. one square and checks 
B. K. to his Kt. third square 

3. 
R. K. B. P. one square, and then R. to K. R. 
second square 

« 

No. 20. 

1. 

R. R. to adv. Q. square and checks 
B. K. to Q. Kt. second square 

2. 
R. Kt. to adv. Q. third square and checks 
B. K« to Q. R. third square ' 



^'j- 
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3. 
J2. Q. to her R. fourth square aod checks 
JB. Kt. to Q. R. fourth square 

4. 
R. Q. to adv. Q. Kt. fourth square and checks 
jB. Kt. takes Q. 

5. 
JR. P. takes Kt. and checkmates. 



No. 21. 

1. 
R. K. Kt. to adv. Q. second square and checks 
JB. R. takes Kt. (or A) 

fi. 
R. Q. to adv. K. fourth square and checks 
JB. Q. takes Q. 

3. 
jR. R. takes Q. R. P. 
JB. Kt. to Q. B. second square 

4. 
12. P. takes Kt. and checks 
B. R. takes P. 

5. 
R, R. to adv. Q. R. square and checkmates. 
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iOr A.) 

1. 
R, K. Kt. to adv. Q. second square and checks ' 
B. Q. B. takes Kt. 

2. 
12. Q. to adv. Q. B. second square and checks 
B. Kt. takes Q. 

3. 
R. P. takes Q. R. P. and checks 
B, K. to Q. R. square; if the K. move to Q. B* 
square. Red will advance the P. to Q. &€• 

4. 
R, Kt. takes Kt. and checkmates. 



No. 22. 

1. 
jR. R. to adv. Q. square and checks 
B, K. to Q. R. second square 

2. 
R. Q. to adv. Q. B. fourth square and checks 
B, Q. Kt. P. one square 

3. 
jR. Q. takes Q. Kt. P. and checks 
B. K. takes Q. 

4. 
R. Q. B. to adv. Q. B. fourth square and checks 
J3. K. to Q. Kt. second square 



jt,>.^ . .._iXa' 
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5. 
R. Kt. to adv- Q. R. fourth square and c 



R. R. to adv. Q. Kt. second square and chec 
S. K. to Q. R. sqnan (or A) 

fi. 
^ R. to »dv. Q. Kt. square and checks 
B. K. takes R. 

S. 
R. Q. Kt. to adv. Q. R. third square and ch« 
B. K. to Q. R. square 

4. 
R. Q. Kt. to adv. Q. B. second square and c 
B. K. to Q. Kt. square 

5. 
R, K. Kt. to adv. Q. R. third square and c 



mates. 



(Or A.) 



R, R. to adv. Q. Kt. sec<uid square and chec 
B. Kt. takes R. 
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2. 
B. Q. Kt to adv. Q. R. third square and checks 
jB. K. to Q. R. square 

3. 
JR. P. takes Kt. and checkmates. 



No. 24. 

I. 

it. Q. to adv. Q. B. square and checks 
JB. If he interpose the Kt. Red will checkmate 
with Kt. at adv. Q. B. second square^ there- 
fore, 
B. takes Q. 

2. 
R* Q. Kt. to adv. Q. B. second square and checks 
jB. K. to Q. Kt. square 

3. 
JB. K. Kt. to adv. Q. B. third square and checks 
B. K. to Q. Kt. second square 

4. 
R. Q. R. P. one square and checks 
B. K. takes K. Kt. 

5. 
R* Q. Kt..Pr one square and checkmates. 



B B 
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No. £5. 

1. 
JR. Q. R. to adv. K. R. second square 
B. K. R. to K. B. square (or A) 

2. 
JR. K. R. takes Q. R. and checks 
B. R. takes R. 

3. 
jR. K. B. to adv. K. fourth square and checks 
jB. R. takes K. B. 

4- 
R. Q. R. to adv. K. R. square and checks 
B. R. interposes 

5. 
JS. R. takes R. and checkmates. 



{Or A.) 

1. 
12. Q. R. to adv. K. R. second square 
B. Q. R. to K. square 

£. 
R. K. R. to adv. Q. square and checks 
B. Q. R. takes K. R. 

3. 
R. K. B. to adv. Q. fourth square and checks, 8cc. 



?*r> 
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No. 26. 

1. 
R. Q. tskei Q. B. P. and checki 
B. K. to Q. R. Hquare 

2. 
R. Q. takes Q. B. and checks 
B. K. takes Q. 

3. 
S. Kt to adv. Q. Et. third square checking with 

Q.B. 
B. K. to Q. Kt square (or A) " 

4. 
R. Kt. to adv. Q. second square and checks 
B. K. to Q. R. second square 

5. 
R. R. to adv. Q. B. second square and checkmates. 



I (Or A.) 

I 3. 

JR. Kt. to adv. Q. Kt. third square checking with 
I Q. B. 

! B. K. to Q. R. second square 

4. 
i it. R. to adv. Q. B. second square and checks 
B. K. to Q. Kt. square 

5. 
R. R. to adv. Q. Kt. second square and checkmates. 
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No. 27- 



R, Kt. to adv. Q. B. second square and checks 
B. K. to Q. R. second square 



R. Q. B. to adv. Q. Et. third square and checks 
B. K. takes Q. B. 



R. Q. B. P. one square and checks 



£ K. Kl. p. omt fquare ani checks 
f K-ukoE. B. P. 

5. 
£ Kx. !:> K. B. fowtli •qiure tnd checkn 



X- ^ :r ^v. E. K. ■qaare and check* 
5. S. sw^ Q. 

«. 
£. E- t; *fT. E- B. third sqture and che 
£ K. i: k» Kt. KOOixl >qiare 

3. 
£. k:. bka R. ^ ckeck* with B. 
£. E. k> tif El nqore (or A) 

4. 
& R. lo aoT. E. B. if^He and checks 
B. C. IS hk R. Kcomi sqraic 

£. R. akx* R. and dwckmales. 



(Or A.) 
3. 
£■ El. takes R. and clieck< with I 
£■ K. to his R. second square 
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4. 
R, R. to adv. K. B. second square and checks 
B, K. to his Kt. square 

5. 
jR. R. to adv. K. Kt. second square and check- 
mates. 



No. 31. 

Siamma wins this tihuUion in sir mooes, his method is asJbUows ; 

1. 

jR. Kt. to adv. K. second square and checks 

If the Black do not take the Kt. he will 
lose the Q. therefore, 
B. R. takes Kt. 

2. 
jR. K. B. to adv. K. R. second square and checks 
B. K. to his B. second square 

3. 
R. B. to adv. K. Kt. third square and checks 
jB. K. to his Kt. square 

4. 
22. R. to adv. K. R. square and checks 
jB. K. takes R. 

5. 
JB. Q. to K. R. fourth square and checks 
JB. K. to his Kt. square 
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6. 
jR. Q* to adv. K. R. second square and check- 
mates 



7%e checkmate may however he forced in the JbOowing manner 

injwe mooet* 

1. 

JR. Kt. to adv. K. R. third square and checks 
B. K. to his R. square 

2. 
JR. Kt. to adv. K. B. second square and check9 
B. K. to his Kt. square 

3. 
R, Q. takes K. Kt. P. and checks 
B. K. takes Q. 

4. 
R. R. to adv. K. R. second square and checks 
jB. K. to his Kt« square 

5. 
R. Kt. to adv. K. R. third square and checkmates. 

No. 32. 

1. 
R. R. to adv. K. R. square and checks 
JB. K. takes R. 



R. Q. to adv. K. R. thirii square and checks 
B, Q. R. to K. R. secood square 



21. R. takes K. R. and checks 
B. K. B. takes R. 



R. Q. takes K. B. and checks 
B. Q. to K. Kt. square 



R. Kt. takes K- Kt. P. and checkmates. 
No. 33. 



R. R. to adv. K. square and checks 
B. B, to Q. square 



R. R. takes B. and checks 
B. R. takes R. 



R. Kt. to adv. Q. B. second square and checks 
B. K. to Q. Kt. square 



R, Kt. to adv. Q. R. third square and checks 
B. K. to Q. R. square 



A. Q. to adv. Q. Kt. square and checks 

B. R. takes Q. 
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6. 
R, Kt. to adv. Q. B. second square and check- 
mates. 

No. 34. 

1. 
jR. Q. takes Q. B. P. and checks 
B. R. takes Q. 

2. 
R. R. to adv. Q. R. square and checks 
B. R. to Q. B. square (or A) 

3. 
R. Kt. to adv. }L. third square and checks 
jB. K. to his square 

4. 
JR. R. takes R. and checks 
B. K. to K. B. second square . 

5. 
R. R. to adv. K. B. square and checks 
JB. Kt. takes R. 

6. 
R. Kt. to adv. Q. square and checkmates. 



(Or A.) 

2. 
JB. R. to adv. Q. R. square and checks 
B. Kt. to Q. Kt. square 
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3. 
jR. R. takes Kt. and checks 
B. R. to Q. B. square 

4. 
JR. Kt. to adv. K* third square and checkmates. 



No. S5. 

J. 
R. R. to adv. K. square and checks 
B. K. to Q. Kt. second square 

£. 
R. Q. to adv. Q. R. third square and checks 
B. K. Ukes Q. (or A) , 

3. 
JR. Kt. takes Q. B. P. and checks 
B. K. to Q. R. fourth square 

4. 
R. Q. Kt. P. one square and checks 
B, K. to adv. Q. R. fourth square 

5. 
jR. K. B. to Q. sqoare and checks 
jB. K. to adv. Q. R. third square 

6. 
R. K. to adv. Q. Kt. fourth square and check- 
mates. 



i-i,--- 
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{Or A) 

2. 
J{. Q. to adv. Q. R. third square and checks 
B. K. to Q. B. third square 

3. 
R* Kt. to Q. Kt. fourth square and checks 
B* K. to Q. third square 

4. 
jR« Q. to her third square and checks 
J5. K. to Q. B- fourth square 

5. 
jR. Q. to adf. Q. fourth square and checkmates. 



No. 36. 

1. 
R. Q. to adv. Q. fourth square and checks 
B. K. takes Q. (or A) 

2. 
£. K. B. takes B. and checks 
jB. K. to Q* B. fourth square 

3. 
JR. Q. Kt. P. two squares and checks 
B. K. to Q. B. third square 

4. 
R. K. B. to adv. Q. Kt. fourth square and checks 
JB. K. to Q. fourth square 
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5. 
R, Q. R. to Q. square and checks 
B. K. to his third square 

6. 
jR. K. B. to Q. B. fourth square and checkmates. 



(Or A) 

1. 
R. Q. to adv. Q. fourth square and checks 
B. Q. B. takes Q. 

2. 
R. K. B. to adv. Q. Kt. fourth square and checks 
JB. K. to Q. B« fourth square 

3. 
R. Q. Kt. P. two squares and checkmates. 

No. 37. 

I. 
R. Q. R. to adv. Q. Kt. second square and checks 
B, K. to Q. R. square 

2. 
R. Q. R. to adv. Q. Kt. square and checks 
JB. K. takes Q. R. — ^if he were to take with the R. 
Red would check with the B. and then 
checkmate with the R. 



i 

r 
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3. 
R, Kt. to adv. Q« second square and checks 
B. K. to Q. B. second square (pr A) 

4. 
jB. Kt. to adv. Q. B. fourth square and checks 
B. K. to Q. square, — if he were to move to Q. Et. 
square, Red would checkmate in two moves • 

5. 
R, Kt. to adv. K. third square and checks 
B. K. to his square 

6. 
R, K. B. to adv. K. Kt third square and check- 
mates. 



(Or A) 

3. 

R. Kt. to adv. Q. second square and checks 

B. K. to Q. Kt. second square 

4. 

R, Kt. to adv. Q. B. fourth square and checks 

JB. K. to Q. B. third square, — if the K. move to 
Q. R. square, Red will check with the K. B. 
and then checkmate either with Kt. at adv. 
Q. R. third square, or R. at adv. K. Kt. 
square ; and if he play K« to Q. Kt. square. 
Red will check with Kt. at adv. Q. R. third 
square, and then B. to K. fourth square, 8cc. 
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5- 
JR. K. B. to K. fourth square and checks 
B. K. to Q. third square 

6. 
R. R. to adv. Q. second square and checkmatesi 



No. 3a 

1. 

R, Q. takes Kt. and checks 
B: R. takes Q. 

2. 
i2. K. B. to Q. B. fourth square and checks 
B. K. to his R. square 

3. 
R. Kt. to adv. K. Kt. third square and checks 
jB. p. takes Kt. 

4. 
R, P. takes P. and checks 
jB. Kt. interposes 

5. 
R, R. takes Kt. and checks 
JB. P. takes R. 

6- 
jR. Q. B. to adv. K. B. third square and check- 
mates. 



^8 

No- 39. 

1. 
R. Q. Kt. from Q. Kt. fourth square to adv. Q. 

B. third square and checks 
B. K. to Q. Kt. second or Q. B. square 

2. 
R. K. R. takes Q. B. P. and checks 
B. K. takes R. 

3. 
R. R. to adv. Q. second square and checks 
JB. K. to Q. B. square 

4. 
R. Q. Kt. to adv. K. second square and checks 
JB. K. to Q. Kt. square 

5. 
R. K. Kt. to adv. Q. B. third square 
B. K. to Q. R. square 

& 
R. R. to adv. Q. R. second square and check- 
mates. 

No. 40. 
1. 
R. Kt. to Q. Kt. third square and checks 
B. K. to adv. Q. R. second square 

2. 
R. Kt. to adv. Q. B. fourth square 
B, K. to adv. Q. R. square 



2^ 

3. 
22. K. to Q. B. second square 
JB. If he move die P. Red wilt imnediately check- 
mate, therefore, 
K. to adv. Q. H« second square 

4. 
R. Kt. to Q. third square 
jB. K. to adv. Q. R. square 

5. 
R. Kt to Q. B. square 
B. P. one square 

6. 
Jf2. Kt. to Q* Kt*,third square and checkmates. 



No. 41. 

1. 
R, P. one square and checks 
JS. K. to his R. square 

2. 
R. P. one square and checks 
JB. K. to his R. second square 

3. 
JR. Kt. to adv. K. B. square and checks 
B. R. takes Kt. 

4. 
R. P. takes R. becomes a Kt. and checks 
B. K. to his R. square ' 

c c 



\ 



i 
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5. 
R, Q. B* to its third square and checks 
B. R. takes Q. B. 

6. 



f R. R. takes K. R. P. and checkmates. 



i No. 4fi. 

J 1. 

I R. K. Kt. to adv. Q. B. diird square and checks 

B, K. to his square 

2. 
R. Q. to adv. Q. R« square andxhecks 
B. Kt. takes Q. 

3. 
R. R. takes Kt^ and checks 
B. K. to Q. second square 

4. 
R, R. to adv. Q. R. second square and checks 
B, K. to his square 

5. 
jR. Q. Kt. takes Q. P. and checks 
B. K. to his B. square 

6. 
JR. R. takes K. B. P. and checkmates. 



J 



d7l 

No. 43. 

i. 

i2. Q. to adv. K. Kt. square and checks 
JB. If he take the Q. wtdi the R. Red will check- 
mate with the Kt. thexefore, 
K. takes Q. 

R* P. to adv. K. B. second square and checks 
B» If he were to play the K. to his R. square. Red 
would advance the P. to Q. 8cc. therefore, 
K. to his B. square 

8. 
R. Q. B. to Q. R. third square and checks 
jB. R. takes B. 

4. 
R. Kt. to adv. K. third square and checks 
B, K. to his second square 

5. 
JB. P. becomes a Q. and checks 
JB. K. to Q. second square 

6. 
R. Q. to adv. Q. square and checkmates. 

No. 44. 

1. 

JR. K. R. to adv. K. square and checks 
JB. Kt. to K. third square 
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2. 

A. Kt. to K« Kt. fourth square and checks 

B. K. to his B« fourth square 

3. 
R. R. takes B. and checks 
B. R. takes R. 

4. 
R* K. P. two squares and checks 
B. K. to his Kt. fourth square 

5. 
JR. K. R. P. two squares and checks 
£. K. to his R. fourth square 

6. 
R. R. to adv. K. R. square and checkmates. 

No. 45. 

1. 
JR. Q. to adv. Q. second square and checks 
B. K. takes Q. 

2. 
R. Kt. takes Q. B. P. and checks 
B. P. takes Kt. {or A) 

S. 
R. Kt. takes P. and checks 
B, K. to Q. square 

4. 
jR. Kt. to adv. K. third square and checks 
B, K. to Q. second square 



i 
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6 
12 K. B. to Q. R. fourth sqiwre and checks 
B. Q. B. interposes 

6 
R. B. takes B. and checks 
B. E. takes Kt. 

7. 
JR. Q. P. one square and checkmates. 



{Or A.) 

2. 
R. Q. Kt. takes Q. B. P. and checks 
B, K. to Q. square 

3. 
R. Q. Kt. to ady. K. third square and checks 
B. K. to Q. second square 

4. 
jK. K. Kt. to adv. Q. B. fourth square and checks 
JB. P. takes Kt. 

5. 
jK. K. B. to Q. R. fourth square and checks^ &c. 



No. 46. 

1. 
R. Q. takes Q. R. P. and checks 
JB. K. takes Q. 



€74 

R. K. R. to Q. R. square and checks 
B. K. to Q. Kt. square 

3. 
R. K. R. to adv. Q. R. square and checks 
JB. K. takes R. 

4. 
R. R. takes R. and checks 
jB. K. to Q. R. second square 

5. 
JB. Q. Kt. P. one square and checks 
B. K. to Q. R. third square 

6. 
Ji. K. B. to Q. third square and checks 
B. K. to Q. R. fourth square 

7. 
JR. R. to adv. Q. R. square and checkmates. 

No. 47* 
1. 
R. Q. Kt. takes Q. B. P. and checks 
B. R. takes Kt. (or A) 

R. Q. takes R. and checks 
B, K. to Q. B. second square 

3- 
J2* R. to adv. Q. R. second square and checks 
JB. K. to Q. third square 



-n 



«7« 

4. 
R. Q. to adv. K. B. square and checks 
B. Kt. takes Q. 

5. 
iZ. K. P. one square and checks 
B, K. to Q. fourth square 

6. 
R. Q. B. P. two squares and checks 
B. R. takes P. 

7. 
JR. K. B. to K. fourth square and checkmates. 



{Or A.) 

1. 
R. Q. Kt. takes Q. B. P. and checks 
B. K. to Q. B. second square, — ^if he were to play 
K. to Q* Kt. second square, Red would 
play Q. to adv. Q. R. second square and 
checkmate the next move with the R. 

2. 
R. Q. to adv. Q. R. second square and checks 
B. R. takes Q. 

3. 
R, R. takes R. and checks 
B, K. to Q. third square 



■■,^■1-^ — -t^ .- .^^, 
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4. 

R. K. P. one square and checks 
B. K. to Q. fourth square 

5. 
R* Q. B. P. two squares and checkmates. 



No. 48. 

1. 
jR. Kt. to adv. Q. B. 3econd square and checks 
J3. K. to Q. Kt. square 

2. 
JR. Q. to ad?. K. square and checks 
B, Q. B. to its square 

3. 
jR. Kt. to adv. Q. R. diird square and checks 
B. K. to Q. Kt. second square 

4. 
R. K. B. to K. Kt. second square and checks 
B. K. takes Kt. 

5. . 
It. Q. to adv. Q. Kt. fourth square and checks 
B. Kt. takes Q. 

6. 
R. Q. R. P. takes Kt. and checks 
B. K. to Q. R. fourth square 



^^if_-g^^^ 



•^^•^'•^■^'^"^^■•w 
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I 

7. 
J{. Kt. to adv. Q. B. diird square and checkmates. 



No. 49. 

1. 

it. Q. to K. B. fourth square and checks 
B. P. takes Q. 

2. 
R. Q. B. takes P. and checks 
B, K. to Q. R. square 

3. 
JR. Kt. to adv. Q. Kt third square and checks 
B. P. takes Kt. 

4. 
JR. P. takes P. and checks with the R. 
JB. Kt. to Q. R. third square 

5. 
JR. R. takes Q. B. and checks 
B, R. takes R- 

6. 
A. R. takes Kt. and checks 
JB. P. takes tl. 

7. 
R. K. B. to K. Kt. second square, and checkmates 
after taking the R. which must interpose. 
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No. 50. 
!• 
R. R. takes K. R. P. and checks 
JS. K. to Q. R. third square 

R. Q. to adv. Q. B. square and checks 
B* If the Black take the Q. Red will checkmate 
with the R. therefore, 
Kt. to Q. Kt. second square 

3. 
R. Q. takes Kt. and checks 
B, K. to Q. R, fourth square 

4. 
£• Q. Kt. P. two squares and checks 
B. K. takes P. 

R, Q. R* P. one square and checks 
B. K. to Q. R. fourth square 

6. 
R* Q. takes Q. R* P. and checks 
B. R. takes Q. 

7. 
JR. R. takes R. and checkmates. 

No. 51. 
1. 
R. Q. B. takes Kt. and checks 
B. R. takes Q. B. 



R. Q. takes Q. R. P. and checks 
B. K. takes Q. 

3. 
R. K. R. to Q. R. square aod checks 
B. K. to Q. Kt. square 

4. 
R. K. R. to adv. Q. R. square and checks 
B. K. takes K. R. 

i. 
R, Kt. to adr. Q. Kt. third square and checks 
B. K. to Q. Kt. square 

6. 
R. R. to adv. Q. square and checks 
B. R. interposes 

. 7. 
R. R. takes R. and checks 
B. K. to Q. R. second square 

8. 
R. R. to adv. Q. R. square and checkmates. 



R. Q. to adv. Q. square lUid checks 
B. K. to Q- R. second square 
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2. 
JB. Q. Kt. to adv. Q. Kt. fourth square and checks 
JB. K. to Q. R« third square 

S. 
JR. Kt. takes Q. B. P. and checks 
JB. K. to Q. R. second square 

4. 
R. K. Kt. to adv. Q. B. square and checks 
B. B. takes Kt.— if he were to play K. to Q. Kt. 
square, you should play Kt. to his Q. third 
square, and dien to his Q. Kt. fourth square 

5. 
R, Kt* to adv. Q. Kt fourth square and checks 
B. K. to Q. Kt. second square 

6: 

R. Q. to adv. Q. B. second square and checks 
JB« K. to Q. R. third square 

7. 
R. Q. takes B. and checks 
J5. K. takes Kt. 

8. 
JR. Q. to her B. fourth square and checkmates. 



No. 53. 

1. 
JR. R. to adv. Q. square and checks - 
jB. Q. Kt. to its square (or A) 



'erraeaeg^^^HHil^Bi fch j- 
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2. 
i2. Q> to ad?. Q. B. third square and checks * 
JB. If he take die Q. Red will take the Kt. and 
checkmate, therefore, 
Q. R. to Q. Kt. second square 

3. 
JR. R. takes Kt. and checks 
JB. K. takes R. 

4. 
R. K. Kt to adv. Q. second square and checks 
B. K. to Q. B. square 

5. 
R. Kt. takes Q. Kt. P. and checks 
JS..K. to Q. square 

6. 
R. Q. B. takes R. and checks 
B. R. takes B. 

7. 
R. Q. to adv. Q. R. square and checks 
JB. R. interposes 

8. 
R. Q. takes R. and checkmates. 



(Or A) 

1. 
£. R. to adv. Q. square and checks 
JB. K. to Q. Kt. second square 



<*»- 



' 
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2. 
R. Q. to K. fourth square and^checks 
B. R. to Q. B. third square 

3. 
jR. R. to adv. Q. second square and checks 
JB. K. to Q« B. square 

4. 
JR. Q. takes R. and checks 
B. Kt* to Q. B. second square 

5. 
12. R. takes Kt. and checks 
B. R. takes R. 

6. 
JR. Q. takes R. and checkmates. 



No. 54. 

1. 
JR. Q. R. takes Q. R. P. and checks 
B. Kt takes Q. R. 

JR. Q. to adv. Q. Kt. square and checks 
B. K. takes Q. 

3. 
R. Q. B. to K. B. fourth square and checks 
JB. K. to Q. B. square 



T-t..^^ ■ ^■—'- "- 



R. R. to adv. Q. B. second square and checks 
B. K. to Q. Kt. square 

S. 
R. R. to adv. Q- B. fourth square aud checks 
B. K. to Q. R. square 

6. 
R. Kt. to adv. Q. B. secoiuksqaare and checks 
jB. K. lo Q. Kt. square 

7. 
R. Kt lo adv. Q. fourth square and checks 
B. K. to Q. R. square 

8. 
R. Kt. to adv. Q. Kt. third square and checkmates 



Kt. takes Q. Kt. P. and checks 
Kt. takes R. (or A) 



R. to adv. Q. R. second square and checks 
K. to Q. Kt. square 



Q. B. to adv. K. fourth square and checks 
R. to Q. B. second square 
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4* 
Jt« Q. B. takes R.'and checks 
B» K. to Q. B. square 

5. 
R. R. to adv. Q. R. square and checks 
B. K. to Q. second square 

6. 
R. R* to adv. Q* square and checks 
B, K. to his third square 

7. 
R. R. to adv. Q. third square and checks 
B. K. to his B. fourth square 

8. 
R. Kt to Q. fourth square and checkmates. 



(Or A) 

1. 

R. Kt. takes Q. Kt. P. and checks 
B. R. to Q. B. second square 

t. 

R. Q. R. to adv. Q. R. second square and checks 

B. K. to Q. Kt. square * 



* If he move K. to Q. B. square. Red should take the B. with 
his Q. R. then check with Q. R. at adv. Q. second square, aftar- 
wards with the Kt at adv. Q. R. second square, and then checkmate 
with the R. 



••»■! ^" "P 
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3. 
2{. R. to adv. K. square aud checks 
JB. R. interposes ' 

4. 
12. Q. B. to adv. K. fourth square and checkmates. 



No. 66. 

1. 
JR. Q. B. to K. B. fourth square and checks 
£. K. to Q. R. square 

JR. Kt. to adv. Q. Kt. third square and qhecks 
B. P. takes Kt. 

3. 
R. R. to Q. R. square and checks 
B. Kt. to Q. R. third square 

4. 
jR. R. takes Kt. and checks 
B. P. takes R. 

5. 
jR. K. B. to K. Kt. second square and checks 
jB. K. to Q. R. second square 

V 6. 

R. Q. takes ^1 Kt. P. and diecks 
B. K. takes Q. 



f 
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7. 
R, Kt to adv. Q. second square and checks 
JB. K. to Q. R. second square 

8. 
R. Q. B. lo K. third square and checkmates. 



No. 57. 

1. 
R. R. to adv. Q. Kt. square and checks] 
B. Q. R. takes R. 

2. 
R. K. B. to adv. Q. fourdi square 
B. Kt. takes K. F. (or A) 

3. 
R. Q. takes Kt and checks 
B. K. R. to Q. Kt second square (or B) 

4. 
JR. p. takes R. and checks 
JB. R. takes P. 

5. 
R. R. takes Q. R. P. and checks 
B. K. takes R. 

6. 
JR. Q. to adv. Q. R. fourth square and checks 
B. K. to Q. Kt square 



7. 
R. Kt. to adv. Q. B. third square and checks 
B. K. to Q. B. square 

8. 
R. Q. to adv. Q. square and checkmates. 



(Or A.) 
8. 
R. K. B. to adv. Q. fourth square and checks 
B. K. R. to Q. Kt. second square 

'• i 

S. B. tikes R. and cbecki I 

B. R. ttkei B. 

*■ i 

R. P. takes R. and checks 
S. K. takes P. 

5. 

A. R. to Q. Kt. square and checks 

B, K. to Q. B. square 

6. 
R, R. to adr. Q. Kt. square and checks x 

B, K. to Q. second squats 

7. 
R. R. to adv. Q. Kt. second square and checks 
B. K. to Q. square 

S. 
R. Q. to adv. Q. Kt. square and checkmates. 
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(OrB) 

3. 
R, Q. takes Kt. and checks 
B. Q. R. to Q. Kt. second square 

4. 
R. P. takes R. and checks 
B. K. to Q. Kt square 

5. 
R. Q. to adv. Q. square and checks 
B. K. UktB P. 

6. 
JR. R. to Q. Kt. square and checks 
J3. K. to Q. R. third square 

7. 
R. Q. to adv. Q. third square and checks 
jB. K. to Q. R. fourdi square 

8. 

9 

jR. Q. to Q. R. third square and checkmates. 



No. 58. 

1. 
jR. Q. takes Q. R. P. and checks 
B. K. takes Q. 

2. 
R. R. to Q* R. square and checks 
B. K. to Q. Kt. square 
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3. 
it. Q. B. to K. B. fourth square and checks 
B. R. interposed 

4. 
JR. Q. B. takes R. and checks 
B. K* to Q. B. square 

5. 
R. R. to adv. Q. R. square and checks 
B. E. to Q. second square 

6- 
JR. R. to adv. Q. square and checks 
JB. K. to his third square 

7. 
jR. R. to adv. K. square and checks 
JB. K. to Q. second square 

8. 
R. R. to adv. K. second square and checks 
JB. K. to Q. B. square 

9. 
£. Kt. to adv. Q. Kt. third square and checkmates. 



No. 59. 

1. 
JR. Kt to adv. Q. B. third square and checks 
JB. If the Black move the K. he vidll be check- 
mated in five moves at most^ therefore, 
B. takes Kt. 



1 
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2. 
JR. R. to adv. Q. square and checks 
£. K. to Q. Kt. second square 

d. 
J2. Q. takes B. and checks 
B. K. takes Q. 

4. 
JR. K. B. to K. fourth square and checks 
B. K. to Q. B« fourth square {or A) 

5. 
JR. Kt to Q. third square and checks 
B. Kt. takes K,U 

6. 
JR. R. to adv. Q. fourth square and checks 
B. K. to Q. B. third square 

7. 
R. R. takes Kt. and checks 
B. K. to Q. B. fourth square 

8. 
JR. Q. Kt. P. one square and checks 
B, K. to adv« Q. B. fourth square 

9. 
R. K. B. to adv. Q. fourth square and checkmates. 

(Or A) 
4. 
R. K. B. to K. fourth square and checks 
JB. Kt. to Q. fourth square 



I 

i 



R. B. tikes Kt. and checks 
B. K. to Q. B. fourth square 

6. 
R. Kt. to K. fourth* square and checks 
B, K. to adr. Q. fourth square 

7. 
R. Q. B. to its third square and checkmates. 

N».60. 

]. 
R. Q. takes Q. R. P. and checks 
B. K. takes Q. 

S. 
R. Q. R. to Q. R. square and checks 
JB. K. to Q. Kt. square 

3. 
R. Q. R. to adv. Q. R. square and checks 
B. K. to Q. B. second square 

4. 
R. Q. Kt. to adv. Q. Kt. fourth square and checks 
B. K. to Q. second square 

5. 
R. Q. R. to adv. Q, R. second square and checks 
B. K. to his square 

6. 
R. K. B. to adv. K. Kt. third square and checks 
B- K. to his B. square 
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7. 
R. K. R. to adv. K. R. square and checks 
B. B. takes K. R. 

8. 
R' K. Kt. to adv. K. third square and checks 
B. K. to his Kt square 

9. 
R. K. B. to adv. K. R. second square and check- 
mates. 

No. 61. 

1. 
R» Kt. to adv. Q. second square and checks 
B. K. to Q. R. second square 

2 
R. Q. takes B. and checks 
B. K. takes Q. 

3. 
R. K. B. to K. fourth square and checks 
B. K. to Q. R. second square : — If the Black play 
K. to Q. R. third square, Red nrast play P. 
to adv. Q* Kt. fourth square, 8cc. 8cc. 

4. 
R. R. to adv. Q. B. second square and checks 
JB. K. to Q. R. third square 

5. 
JR. p. to adv. Q. Kt. fourth square and checks 
JB. K. takes P. 



— — -^^ 
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6. 
R. K. B. to Q. third square and checks 
B. K. to adv. Q. Kt fourth square 

7. 
J2. R. to Q. B. fourth square and checks 
B. K. to Q. Kt. fourth square 

8. 

* 

R. Q* R. P. two squares and checks 
jB. K. to Q. R. third square 

9. 
R. R. to adv. Q. B. second square and checks 
B. Q. Kt. p. one square 

10. 
R. P. takes P. and checkmates. 

No. 62. 

I. 
R. K. R. takes Q. Kt. P. and checks 
B. K. takes R. 

2. 
R. K. B. to adv. Q. B. third square and checks 
B. K. to Q. B. second square 

3. 
R, R. to adv. Q. R. second square and checks 
B. K. to Q. Kt. square (pr A) 

4. 
R. R. to adv. Q. Kt. second square and checks 
B. K. to Q. R. square 



1 
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5. 
R. R. to adr. Q. second square and checks 
B. K. to Q. Kt. square 

6. 
R, R. takes B. and checks 
JB. K. to Q. B. second square 

7. 

R. R. to adv. Q* second square 
B. K. to Q. Kt. square 

8. 
R, R. to adv. Q. Kt. second square and checks 
B, K. to Q. B. square 

9. 
R. Kt. takes Q. P. and checks 
B. K. to Q. square 

10. 
R, R. to adv. Q. second square and checkmateS' 

(Or A) 

3. 
R, R. to adv. Q. R. second square and checks 
B. K. to Q. B. square 

4. 
R. Kt. takes Q. P. and checks 
JB. K. to Q. Kt. square 

5. 

* 

R. R. to adv. Q.'Kt. second square and checks 
B. K. to Q. R. square 



^USSseitmmm 



R, R. to adv. Q. Kt. third square and checks 
B. K. to Q. R. second square 

7. 
JR. Kt. to adv. Q. B. square and checkmates. 

No. 63. 
1. 
ii. R. to adv- K. square and checks 
B. Q. B. to its square 

2. 
JR. Kt. to adv. Q. second square and checks 
B. K. to Q. Kt. second square 

3. 
R. Kt. to adv. Q. B. fourth square and checks 
B. K. to Q. Kt. square (or A) 

4. 
R. Kt to adv. Q. R. third square and checks 
B. K. to Q. Kt. second square 

5. 
R. Q. takes Q. B. P. and checks 
B. K. takes Kt. 

6. ' 
R. R. to Q. R. square and checks 
B. Kt. to Q. R. fourth square (or B) 

7. 
jR. B. to adv. Q. Kt. second square and checks 
B. B. takes B. 
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8. 
R. Q. to Q. B. fourth square and checks 
B. Q. Kt P. one square 

9. 
JR. R. to adv. K. third square and checks 

B. Q. takes R. 

10. 
R» Q. takes Q. and checks 
JB. B. interposes 

11. 
JR. Q. takes B. and checkmates. 



(Or A) 

3. 
R. Kt. to adv. Q. B. fourth square and checks 
JB. P. takes Kt. 

4. 
R. R. to Q. Kt. square and checks 
JB. K. to Q. R. third square 

5. 
R. Q. to Q. B. fourth square and checks 
JB. K. to Q. R. fourth square 

6. 
JB. Q. to adv. Q. Kt. fourth square and check- 
mates. 



897 
(OB) 

6. 
R. R. to Q. R. square and checks 
B. K. to Q. Kt fourdi square 

7. 
R. B. takes Kt. and checks 
B. Q. takes B. 

8. 
R. R. to adv. K. fourth square and cheeky 
B. Q. to Q. B. fourth square and checks 

9. 
R. R. takes Q. and checks 
B. P. takes R. 

la 
J2. R. to adv. Q. R. fourtli aquare and check- 
mates. 



R. R. to K. R. fourth square 
B. Q. takes R. (or A) (pr B) 



R. Q. to adv. K. Kt. square and checks 
B. K. takes Q. 



R. Kt. to adv. K. second square and checks 
B. K. to his R. square 



1 
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A. 
R. Kt. to adv. K. B. second square and checks 
B. R. takes Kt. 

5. 
R. R« to adv. Q. B. square and checks 
B. R. interposes 

6. 
R. R. takes R. and checkmates. 



{Or A.) 

1. 
R. R. to K. R. fourth square 
B. Q. to K. B. fourth square 

S. 
jR. K. P. one square 
B. Q. to K. Kt. fourth square (or C) 

3. 
jR. Q. to adv. K. Kt. square^ &c. 

(OrB) 

1. 

R. R. to K. R. fourth square 
B. P. takes Kt. 

2. 
£. R. takes Q. 
JB. Kt. takes R and checks 



/ M^ 



A 



9M 

3. 
K. K. to hu- Kt. second squBre aad will euily wio. 

(OrC) 

fi. 
!. K. P. one iqiure 
'. Kt. to adv. K. R. third square and checks 

3, 
L K. to fail Kt KCond square 
'. Kt. to adv. K. B. fourth square ant^checks 

4. 
!. R. takes Kt. 
I. Q. takes R. 

A. 
[. Q. to adv. K. Kt. square, &c. 



'.. K. R. to adv- K. R. fourth square 
L R. takes R. 

2. 
;. R. to adv. Q. R. third square and checks 
': K. to K. fourth square 

3. 
',. R. to adv. Q. R. fourth square and c)iecks 
t. K. to adv. K. B. fourth square 
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4. 



R. R. takes R. &c. 



No. 66. 
I. 
£• K. to Q« B. fourth square 
B. P. to adv. Q. R. second square 

R. K. to Q. Kt tbird square 4 

B, P. to adv. Q. R. square becomes a Kt. and 
cfiecks* 

3. 
R. K. to Q. B. durd square 
B. Kt. to adv. Q. B. second square 

4. 
R. R. to K. second square 
B. Kt. to adv. Q« R. third square (or A) 

5. 
Jt. K. to Q. Kt third square, 8cc. 



(Or A) 

4. 
R, R. to K. second square 
B* Kt. to adv. Q. R. square 



* If Uie P. were advanced to Q. Red would checkmate with 
the R. 



-^ rtff 
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R. R. to K. B. second oquve, See. 



S. Q. R. to adv. K. R. fourth square 
B. Q. B. takes R. 



R. Kt. to adv. Q. B. third njuare, and then takes 
Q. R. P. 



(Op A) 

it. Q. R. to adv. K. R. fourth square 
B. R. to Q. B. square 

e. 

R. Kt. to adr. Q. B. third square, Su. 



R. Q. B. to its square 
B. B. takes B. (or A) 

2. 
R, Q. Kt. P. one square 
B. B. to adv. K. third square 



1 
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3. 
R» Q. Kt. P. one square and checks 
B. K. to Q. R. second square 

4. 
R, Q. Kt. P. one square, becomes a Q. and checks 
B, K. to Q. R. third square 

5. 
JR. Q. to adv. Q. R. square and checks 
B. K. to Q. Kt. fourth square 

6. 
R. Q. to adv. Q. B. third square and checks 
JB. K. to adv. Q. Kt. fourth square 

7. 
12. Q. takes Q. B. P. and checks, &c. 

(Or A.) 

1. 
R. Q. B. to its square 
B. B. to adv. Q. fourdi square 

2. 
jR. Q. Kt. P. one square 
B. B. takes K. P. and checks (or B) 

3. 
R. K. to adv. Q. B. square ' 
JB. Q. P. two squares 

4. 
12. Q. B. to Q. R. third square 
JB. B. to Q. third square 



uBtsriSHfl 



r 
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5. 
R. 3« to adv. Q. B. fourth square 
B. B. takes B. 

6. 
R. Q. Kt. P. one square and checks 
B. K. to Q. R. second square 

7. • 
R, Q. Kt. P. becomes a Q. and checks 
B, K* to Q. R. third square 

, 8. 
R* Q. to Q. Kt* second square, 8cc. 

(OrB) 

2. 
R. Q. Kt. P. one square 
B. B. takes Q. Kt. P. and checks 

3. 
R. K. takes B. 
JB. K. to Q. Kt. square 

4. 
R. K. to adv. Q. B. fourth square 
JB. K. to Q. B. second square 

JR. K. to adv. Q. fourth square 

JB. K. to Q. Kt. third square (or C) 

6. 
R. K. to adv. Q. third square 
B. K. to Q. Kt. fourth square 



R. K. takes Q. P. &c. 



(OrC) 

5. 
J£. K. to adv. Q. fourth square 
B. K. to Q. square 

6. 
R. K. to adv. Q. third square 
B. K. to his square 

7- 
i£. B. to adv. K. Kt. fourdt square 
B. K. to K. B. second square 

8. 
R. K. takes Q. P^ 
B. K. to K. Kt. third square 

9. 
R. Q. B. to iU square, 8cc. 



R. Kt. to adv. Q. R. third square aod checks 
B. K. to Q. R. square (or A) (or B) 



R. K. B. to its diird square 
B. R. takes K. B. 




R. Q. to adv. K. squve and checks 
B. R. takes Q. (or C) 

4. 
R. R. takes R. and checks 
B. Q. B. to its square 

5. 
R. R. takes Q. B. aod checks 
B. K- to Q. Kt. second square 

6. 
R. R. to adv. Q. Kt. square and checkmates. 



(Or A.) 



R. Kt to adv. Q. R. third square and checks 
B. Q. B. takes Kt. 



R. P. takes Q. B. 

B. R. takes K. Kt. P. and checks 



^» K. to K- R. square, ttc. 



(OrB) 



*. Kt. to adv. Q. R. third aqnare and checks 
t. K. to Q. B. squue 



S06 

2. 
R. Q. to Q. B. fourdi square and checks 
B. Q. B. to its third square 

3. 
R. Q. takes R. and checks 
JB. K. to Q. Kt. second square 

4. 
Rm Q. to adv. Q. Kt. square and checkmates. 

{Or C) 

3. 
R. Q. to adv. K. square and checks 
B, Q. B. to its square 

4. 
R. Q. takes R. 8cc. 



No. 70. 

1. 
R. K. R. to adv. K. R. square 
JB. R. to adv. Q. B. second square (or A) (or B) 

2. 
jR. Kt. to adv. Q. second square and checks 
B» K. to Q. R. square 

3. 
12. Q. Kt. P. one square and checks 
B. K. takes P. 



\ 



/ 
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4. 
R. Kt to adv. Q. B. fourth square and checks 
B, K. to Q. Kt. third square 

5. 
R. Q. R. to adv. Q. Kt. second square and checks 
B. K. to Q. R. fourth square 

6. 
R. K. R. takes R. 
B. R. to adv. K. R. second square 

7. 
jR. K. R. to adv. Q. B. third, &c. 



(Or A) 

1. 
jR. K. R. to adv. K. R. square 
B. R. takes R. 

2. 
R. Kt. to adv. Q. B. third square and checks 
j5. K. to Q. R. or Q. B. square 

3. 
R. Q. Kt. P. one square and checkmates. 

fl 

(OrB) 

1. 
JR. K. R. to adv. K. R. square 
B, Kt to Q. third square 



1 



R. Kt. to adv. Q. B. third iqiiare and checks 
B. K. (o Q. R. square 



R, Q. R. to adv. Q. R. second square and cbeck- 



R. R. to adv. Q. Et. square 
B. R. takes R. (or A) 

e. 

R. Q. B. P. one square, becomes a Kt. and gives 

double check 
B. K. to Q. R. square 

S. 
i{. R. to adv. Q. R. second square and checkmates. 

(Or A) 
I. 
R. R. to adv. Q. Kt. square 
B. P. becomes a Q. 

2- 
R. R. to adv. Q. R. square and checks 
B. R. takes R.* 



* If die Bick taks the R. wiUi the K. Beri mntt pkj bk K. to 
•d*. Q. Kk thiid iqaare, cbeckiug bj dHOorvj vilb tbe B. 
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3. 
12. P. becomes a Q. checks^ Sec. 



No. 79,. 

1. 
£. K. R. P. one square and checks 
B, K. to K. R. square (^ A) 

2. 
R. Q. B. to Q. Kt. second square 
B. Q. takes B. 

3. 
R. K. R. to K. square^ 8cc.* 

(Or A) 

I. 
22. K. R. P. one square and checks 
B. K. to his B. square 

* If the Black now plaj the Q. to K. Kt. second square, the fol- 
lowing are the proper moves for the Red, viz. 

4. 
K. Q. R. takes Q. 

B. K. takes R. 

5. 

R. P. becomes a Q. aad, checks 

B. K. takes Q. 

6. 

R. K. to adv. K. Kt third square 
B. Cannot aroid the checkmate. 



R. K. R. to K. square, &c. 



R. R. to adv. Q. R. third square 
B. R. to K. Kt. square (or A) 



R. R. to adv. Q. R. secood square and checks 
B. K. to hia aqoare 



R. K. to adv. K. third square, Stc. 



(Or A) 



A. R. to ad*. Q. R. third square 

B. K. Kt. p. one square 



R. R. lakes R.* 
B. P. becomes a Q. 



R. P. becomes a Q. &c. 



* Red nd^ ibo plaj R. to »ir. Q. B. mood iqoMle, Bud k 
rdi take ihe R. or adniiee the P. lo Q. 



Sll 

No» 74, 
I. 
JR. R. to K. square and checks 
B. R. interposes 

A. R. to Q. B. square 
JB. R. takes R. 

3. 
R. K. takes R. 
JB. K. R. P. one square 

4. 
R. P. takes P. &c. 



No. 75. 

1. 
R. K. B. to adv. K. square and checks 
JB. K. takes K. B. 

JR. K. to adv. K. third square 

B. K. B. to its third square {or A) 

3. 
R. Q. P. one square and checks 
B, K. to hid B. square 

4 
JR. K. takes K. B, 
B. Kt. to adv. K. fourth square and checks 



3U 

5. 
R. K. to ady. K. Kt third square, &c. 



(Or A) 

JR. K* to adv. K« third square 
S» K. to his B. square 

3. 
JZ. Q. P. one square 
JB. K. to his Kt. square 

4. 
12. Q. P. becomes a Q. and checks 
JB. K. to his R. second square 

5. 
J2. Q. to her second square, &c« 

No. 76. 

J. 
R, B. to adv. K. fourth square 
B. R. to adv. K. R. square 

2. 
JR. Q. B. P. one square 
JB. R, to adv. K. B. square 

3. 
£• K. to adv. K. R. second square 
JB. R. to adv. K* R. square and checks 



-«^^tet.aMii^blto 



313 

4 
R, K. to adv. K. Kt. third square 
B. R. to adv. K. Kt. square and checks 

5. 
jR. K. to adv. K. B. second square 
B. R. to adv. K. B. square and checks 

6. 
jR. K. to adv. K. Kt. square '* 
B, R. to adv. K. R. square 

7. 
JR. B. to K. B. fourth square 
J3. R. to adv. K. R. fourth square 

8. 
J2. B. to adv. K. Kt. fourth square 
B. R. to adv. K. Kt. fourth square 

9. . 
R. B. to adv. Q. square 
B, R. to adv. K. Kt. square 

10. 
R. K. to adv. K. R. second square 
JB. R. to adv. K. R. square and checks 

11. 
R. K. to adv. K. Kt. third square 
JB. R. to adv. K. Kt. square and checks 



* It would save time to plaj the B. to adr. K. B. third square, 
and then to adv. Q. square, &c. 
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R. B. to adv. K. Kt. fourth square, 8cc. 



No. 77. 

1. 
R. Q. B. to adv. K. B. square and checks 
B, K. to his R. second square 

2. 
it. R. to K. R. square and checks 
JB. R. takes R. 

S. 
R. Q. B. to adv. K. Kt. second square 
B, Kt. to K. fourth square and checks 

4. 
R. Q. B. takes Kt. 
JB. R. to adv. K. B. square 

5. 
R. K. Kt. P. one square, &c. 



No. 78. 

1. 
R, R. to K. Kt. third square and checks 
B. K. to K. R. second square (or A) 

2. 
R. B. takes Kt. 
JB. R. takes B. 
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.3. 
R. K. to adv. K. B. second square 
B. K. to K. R. square 

4. 
12. IL to adv. K. Kt« square and checks 
JB. K. to K. R. second square 

5. 
R. R. to adv. K. Kt. third square, &c. 



(Or A) 

1. 
JR. R« to K. Kt. third square and checks 
JB. K. to his B. square 

R, B. takes Kt. and checks 
JB. R. takes B. 

3. 
* A. R« to Q. R. third square 
JB. K. to K. Kt* second square 

4. 
it. R. to adv. Q. R. second square and checks 
JB. K. to K. Kt; square 

5. 
R. R. to adv. K. B. second square^ &c. 



1 
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No. 79. 
1. 
£. B. to Q. fourdi square 
B. K. takes B.* 

^. 

R. P. becomes a Q. 

B, K. Kt. P. becomes a Q. 

3. 
R* Q. to adv. Q. Kt. third square and checks, 8cc. 



No. 80. 

1. 
JB. R. to Q. B. square 
JB. R. takes R. (or A) 

2. 
R. P. one square 
£• K. to adv. Q. R. third square 



* Black may alfo play at follows ; — 

1. 

K. 

£• K. R* P. one square 

2. 
£. P. becomes a Q. 
B, K. B. P. one square 

S. 
R, Q. to adT. Q. Kt second square, checks, 
aod then takes K. Kt P. &c. 



■■ — - -"-^ 
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9. 
R. K* to Q. B. third square 
B. K. to adv. Q. R. fourth square 

4. 
It. P. becomes a Q. checks, 8cc« 



(Or A) 

1. 

JS. R. to Q. B. square 
B, Q. Kt. P. one square 

2. 
R, P. one square 
JB. K. to Q. R. fourth square 

3. 
It. P. becomes a Q. and checks 
B. K. to Q. Kt. third square 

4. 
£. Q. to ady. Q. Kt. square, checks, and then takes 
Q. B. P. 

No. 81. 
!• 
JR. Q. R. P. one square 
B. K. R. P. one square 

2. 
it. K. to his B. third square 
B. K. to Q. B. third square 

F F 
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3. 
JR. K. to K. Kt. third square 
JB. K. to Q. Kt second square 

4. 
R. Q. B. P. one square 
B. K. to Q. R. third square 

5. 
R. Q. B. P. one square 
Bm K. to Q. R. second square 

6. 
R. K. takes P. 
B. K. to Q. Kt. square 

7. 
R. Q. R. P. one square, &c. 



No. 82. 

1. 

R. R. to adv. Q. B. square and checks 
jB» R« takes R. 

a. 

R. Q. Kt. P. one square and checks 
JB. K. to Q. Kt. square 

3. 
jR. K. to adv. Q. Kt. third square 
jB. R. to Q. B. third square and checks 
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4. 
R. K. takes R. 
JB. K. R. P. one square* 

5. 
JB. K. to adv. Q. Kt third square^ and then check* 
mates with Q. R. P. 



No. 83. 

1. 
R, R. to ady* Q. square and checks 
JB. K. to Q. Kt second square 

2. 
R, R. to adv. Q..Kt. square and checks 
B. K. takes R. 

3. 
R. Kt. to adv. Q. B. third square and ched^s 
JB. K. to Q. Kt. second square 

4. 
R. Kt takes Q. 8lc 

No. 84. 
1. 
JR. B. to Q. R. square 
JB. K. takes B. 



* If iDftead of this moTe Black should plaj the K. to Q. R. soooad 
iqnare, Red must play K. to adv. K. B. second square, &c 
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R. K. to Q. B. second square 
JB. Q. Kt. P. two squares 

S. 
R. P. one square 
JB. P. one square 

4. 
R» P. one square 
£• P. one square and checks 

5. 
R. K. takes P. 
B. K. to adv. Q. Kt. square 

6. 
R. P. becomes a Q. &c.* 



I 



No. 85. 

1. 
It. K. Kt P. one square^ becomes a Q* and checks 
B. K. takes Q. 

0. 
Ji. K. to adv. K. Kt. third square 
JB. Q. Kt. P. one square 



* If the Black adntnoe Q. R. P. to Q. Bed mutt play the Q. to 
K. R. teoond square, and Black cannot avoid bang checkmated in 
three moral. 



■ — ■! ■<■■■■■' «>«aM 
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3. 
JR. R. to adr. Q. R. square and checks 
B* K. B. to its square 

4. 
22. K. B. P. one square and checks, Sec. 

No. 86. 

1. 
12. R. to K. R. fourth square 
JB. B. to adv. Q. square * 

R, R. to Q* fourth square 

B. B. to adv. Q. Kt. third square 

3. 
12. P. one square 
B* B. to adv. Q. B. second square 

4 
12. K. to adv. Q. third square 
B, B. to K. B. fourth square 



* Blade may alia play the B. to adv. K. B. thbd, to adv. K. 
secoDd, to Q. aeoond or to Q. B. fqoare,— if he play it to adv. 
K. B. third, or K. second aquare. Bed mutt phty K. to adv. E. third 
aqnare ; — ^if Black play the B. to Q. lecoDd square. Red moft check 
and then play K. to adv. K. third square, and if Black play B. to its 
square. Red must checks then take the B. aHerwards play the K. to 
adv. K. third square, and then adTance the P. &c. 
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5. 
R. R. to K. B. fourdi square 
B. B. takes P. 

6. 
Ji. R. to adv. K. B. square and checks 
B. B« to K. square 

7. 
R. R. to adv. K. R. square, &c. 



No. 87. 

1. 

jK. R. to K. Kt. square 
B. R. takes R. * 

2. 
JR. K. Kt. P. one square 
JB. R. to adv. K. B. square 

S. 
R. P. becomes a Q. kc. 



No. 88. 

1. 
R. B. to Q. Kt. third square 
B. Q. takes B. (or A) 



• If the Black play K. to bb B. iqiMN, Bed wiH tak* Um K. Kt 
P. and eaaly win. 



ga .nMUf.'* "Tjr 
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2, 
Jt. R. to adv« K. square and checks 
B. K. to K. B. second square 

3. 
R. Kt. to adv. Q. third square and checks 
jB. K. to his Kt. third square 

4. 
It. K. R. P. one square and checks 
B. K. to K. Kt. fourth square 

5. 
jR. K. B. P. one square and checks 
JB. K. to bis R. third square 

6. 
A. Kt to adv. K. B. fourth square and checkmates. 



{Or A.) 

R. B. to Q. Kt diird square 
B. Kt to Q. fourth square 

Ri B. takes Kt 
B. Q. takes B. 

3. 
JR. Kt to ady. K. second square, checks, and wins 
theQ. 



1 



No. 89. 

1. 
R, Q. B. P. one square and checks 
B. K. to Q. B. square 

2. 
jR. Kt. to adv. Q. Kt. third square and checks 
J3. K. to Q. Kt second square 

3. 
R. K. takes B. 
B. Q. Kt P. one square, becomes a Q. {or A) 

4. 
JR. Q. B. P. one square, becomes a Q. and checks 
jB. K. takes Kt 

5. 
JB. Q. to adv. Q. Kt square, checks, &c. 

(Or A) 

3. 
JB. K. takes B. 
B. K. takes P. 

4. 
R> Kt. to adv. Q. fourth square and checks 
jB. K. to Q. squai:e 

R, Kt. takes P. 

JB. K. to his square ' 
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6. 
R. K. to adv. K. B. tbird square 
jB. K. to his B. square 

7. 
R. K. Kt. P. one square 
B. K. to K. Kt square 

8. 
12. K« Kt. P. one square, 8cc. 



No. go 

1. 

R. Q. B. to K. third square 
B. Q. takes R. (or A) 

2. 
R. Q. B. takes Q. R. P. and checks 
B. K. takes Q. B. " 

3. 
R. K. B. to adv. Q. B. square and checks 
B. K. to Q. Kt. square 

4. 
JR. Q. to adv. Q. R. square and checks 
JB. K« takes Kt. 

5. 
JR. Q. to adv. Q. Kt. second square and checks 
B. K. to Q. square 

6. 
E. Q. to adv. Q» second square and checkmates. 
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J- 

{Or A) 
1. 
R. Q. B. to K. third square 
B. R« to adv. Q. B. square and checks 

R. Q. B. takes R. 
B. Q. takes R. 

3. 
R* Q. to adv. Q. Kt. fourth square and checks 
JB. K. takes Kt. 

4. 
JR. Q. to adv. Q. Kt. second square and checks 
B» K. to Q. square 

5. 
R. Q. to adv. Q. B. square and checkmates. 



No. 91. 

1. 
R* K. R. P. one square and checks 
B. R. takes P. (or A) 

8. 
R. R. takes R. 
B. P. takes Q. 

3. 
JB. R. to adv. K. R. second square and checks 
JB. K. to his B. square 



t ■ ■.^n 
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4 
R. R. to adv. Q. square and checkf 
B. K. to his second square 

5. 
R. R. to adv. K. square and checkmates. 



(Or A) 

\. 
R. K. R. P. one square and checks 
JB. K. to his B. square 

2. 
R. R. to adv. Q. square and checks 
jB. K. to his second square 

3. 
R. R. takes R. 

B. If the Black take the Q. Red will checkmate 
with the R. — ^if Black play Q. to her B. 
third square. Red must take the Kt. with 
the Q. and if the Black take the R. and 
check, Red must interpose the Q. and will 
easily win. 

No. 92. 

1. 
JB. Q. to adv. Q. R. square and checks 
B. K. to K. R. second square 



n 
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2. 
J{. K. B. to adv. K. B. second square 
jB. Kt. to K. second square {cr A) 

3. 
R. Q. to K. fourdi square and checks 
JB. Kt. to K. Kt. third square 

4. 
JR. R. takes R. 
JB. P. takes R. 

5. 
R. Q. takes Q. B. P. &c. 



(Or A) 

2. 
jR. K. B. to adv. K. B. second square 
JB. Q. to adv. Q. second square 

3. 
R* R. takes R. 
B. Kt. to K. R. third square 

4. 
R. Q. to E. fourth square and checks 
B. K. to his R. square 

5. 
R. Q. to adv. K. square and checks 
B. K. to his R. second square 

6. 
jR. B. to adv. K. Kt. third square and checkmates. 
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No. 93. 
!• 
i2. Q. to adv. Q« Kt second sguare and checks 
B. K. to Q. square 

2. 
R. R. to adv. Q. R. square and checks 
jB. If the Q. interpose, Red will take the R. and 
afterwards the Q. therefore^ . 
R. to Q. B. square 

3. 
JR. Q. to adv. Q. B. second square and checks 
B. K. to his square 

4. 
R. R. takes R. 8cc. 



No. 94. 

1. 
.R. B. to Q. fourth square 
B. Q. Kt. to adv. Q. Kt. second square 

2. 
JR. K. to Q. B. second square * 
B. Q. Kt. to adv. Q. square 



* If the Red were to play the B. to adv. K. Kt second square, 
Black would draw the game, by checking with K. Kt. at adv. K. 
aeoood square, and on B^d moving the K. to Q. B. second square, Black 
would repeat the check at adv. Q. fourth square, and thus give a per- 



sso 
d. 

R, B. to adv. K. Kt. second square 

B. Q. Kt. to ad? . K. third square and checks 

4. 
R. K. to Q. B. square 
JB. Q. Kt. to adv. Q. square 

5. 
R. B. to adv. K. fourth square 
B. Kt. to adv. Q. Kt. second square 

6. 
R. K. to Q. B. second square 
JB. Q. Kt. to adv. Q. square 

7. 
JB. B. takes P. 

JB. Q. Kt. to adv. Q. Kt. second square 

8. 
R» B. to adv. K. fourth square 
jB. Q. Kt. to adv. Q. square 

12. P. one square 

jB. Q. Kt. to adv. K. third square and checks 

10. 
J2. K. to Q. B. square 
B. Q. Kt. to adv. Q. square 

petaal check, as Red cannot take the Kt without staleaicting fais adr- 
remrj, nor move tiie K. to hu Q. leoond aqoare wfthoot lofling tiie 
game, aa the Black would move the K. and afterwards advanoe die 
P.toQ. 
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n 

JR. P. one square 

J5. Q. Kt. to adv. Q. Kt. second square 

Id. 
JB« K. to Q. B. second square 
B» K. Kt. to adv. Q. square 

13. 
R. P. one square 
JB. K. Kt. to adv. K. third square and checks 

14 
R. K. to Q. B. square 
fi. K. Kt. to sidy. Q*. square 

15. 
R. P. one square 
B. K. Kt. to adv. Q. B. third square 

16. 
JR. K. to Q. B. second square 
jB. Q. Kt. to adv. Q. square 

17. 
R. P. becomes a Q. and wins easily. 



No. 95. 

1. 
R* Q, R. P. one square and checks 
JB. K. to Q. R. square 



n 
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2. 

A. Q. to adv. Q. fourth square aad checks 

J3. If the B. mterposei Red will take the Q. aad 
win easily, therefore, 
Q. takes Q. 

3. 
R. Kt takes Q. B. P. and checks 

B. K. takes Q. R. P. 

4. 
R. Kt. takes Q. and checks 
JB. K. to Q. R« third square 

5. 
R. Q. Kt. P. one square and checks 
JB. K. to Q. R. fourth square 

6. 
JR. R. to adv. Q. R. second square and checks 
jB. B. interposes 

7. 
R. R. takes B. and checkmates. 



No. 96. 

1. 
JR. R. to K. B. square and checks 
B. R. takes R. 

2. 
R. K. Kt. P. becomes a Q. 
J3. Q. Kt. P. one square 
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3. 
R, Q. to adv. K. Kt. second square 
B. R. to ady. K. Kt. square (or A) (or B) 

4. 
R. Q. to ady. K. fourtii square 
jB. R. to adv. K. square 

5. 
R. Q. takes R. and checks 
J3. Q. Kt. P. becomes a Q. 

6. 
R. Q. to Q. B. diird square and checks 
J3. Q. to adv. Q. Kt. second square 

7. 
R. K. to adv. Q. B. fourth square 
B. K. to adv. Q. Kt. square 

8. 
R. Kt. to Q. R« third square and checks 
JB. K. to adv. Q. R. square 

9. 
R. Q. to K. square and checks, &c. 



{Or A.) 

3. 

R. Q. to adv. K. Kt. second square 
J5. R. to adv. K. R. square 

o o 
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4. 
R. Ku to Q. fourth square 
B. R. takes P.* 

5. 
R. Kt. to Q. Kt third square and checks 
JB. K. to ady. Q. Kt. square 

6. 
R. Q. to adv. K. Kt diird, 6lc. 



(OrB) 

3. 
JR. Q. to adv. K. Kt. second square 
B. K« to adv. Q. Kt. square 

4. 
JB. Kt. to Q. R. third square and checks 
JB. K. to adv. Q. R. square 

5. 
A. Kt. to Q. B. fourth square 
JB. R. to adv. K. B. second square 

6. 
R. K^to adv. Q. Kt. fourdi square 
• J3. R. to ady. K. Kt. second square 



* If the Blade were to ad^moe the P. to Q. Red would give 
donhle check nd cfaeckniite. 



1^^ 
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7. 

i{. Q. to her fourth square 

JB. R. to adv. Q. B. second square 

8. 
£• K. to Q. Kt. fourth square 
B. K. to adv. Q. Kt. square 

9. 
JR. Kt. to Q. R. third square and checks 
B. K. to adv. Q. B. square 

10. 
JR. Q. to K. Kt* square, checks, 8lc. 



No. 97. 

1. 
JR. R. to adv. Q. Kt. square and checks 
B. Kt. takes R. 

2. 
JB. Q. R. P. one square 

JB. Kt. must remove, and the game is drawn as the 
Red is stalemated. 



No. 98. 

1. 
Ji. Kt. to adv. Q. second square and checks 
JB. Kt. takes Kt 




$36 

Ji* K. to adv. K. R. square 

B. Black must take the P. with die B. and the 
game is diawn by a stalemate ^ if Black in- 
stead of takii^ the P. with die B. were to 
play the Kl to K. B. third square, he would 
lose die game bj Red's checking with die P. 
and then taking die Kt. widi the odier P. 

No.g9- 
1. 
it. K. B. P. one square 
JB. K. IL to K. B. square {or A) 

R. R. to K. Kt. third square 
JB. R. takes R. 

3. 
R. K. Kt p. one square and checks 
B. R. must take P. and the Red is stalemated. 

(Or A) 
1. 
R. K. B. P. one square 
JB. K. R. takes K. Kt. P. and checks 

R. P. takes R. 

B. R. to adv. Q. R. second square and checks 



*» f 'tmmt^mf 
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3. 



R. K. to adv. K. Kt. fourth square 

B. Q« R. to adv. K. Kt. second square and checks 

4. 
R* K. to adv. K. B. third square and will win. 



No. 100. 

1. 

A. Q. R. to adv. Q. square and checks 

B. K. to adv. Q. B. third square 

2. 
R* K. R. to its third square 
B. Q. takes R. 

3. 
R* R. to Q. third square and checks. Black must 
take the R. and the game is drawn; if in- 
stead of taking the R. he were to move the 
K. Red would win the game, but not easily. 



THE END. 



MARCHANT* Printer, Insnun-Couit, London. 



.»" 



B0ok$ UtefyfubUihed By T. mul J. ALLMJN. 

STRATAGEMS of CHESS: or, a CoUeetion of critical and 
lana^able Situations, selected from the Works of eminent Mast«n» 
illustrated on ISO Plsles, descril>ing the ingei^oos Moves by which 
the Game is either won, drawn, or Stale-mate obtained. Taken fiom 
the celebrated French Work intitoled ^ Stratajgones des Echecs." 
Carefully rerised and improTed. To which ia prefixed an Intn^ 
daction to the Game of Chess. Handsomely printed in oneTolmne 
fodscap 8to. price 7s. in boards ; the fourth Edition. 
%* One hondred Copies are printed on large Paper, price ISs. as 
Companions to Philidor and SamtL 

A Work on an entirely new Principle, intitoled PRACTICAL 
CHESS GRAMMAR ; illustrated with Ten Copper-plate Engra- 
Tings* hig^y finished ; the whole designed to amqse and instruct 
the Learner, remove the Difficulties of tins degmt^nd scientific 
Game, and render it attainable by the lowest Capacity. By W. S. 
Kbvm Y. Fourth Edition, Handsomely printed in 4to. price 7s. 
TmvMique Juga ft prcKa hudo, — ^Virg. JEm. 

C|fM BffTttefi. 

CHESS EXERCISES ; intended as a Companion and Sequel 
to the PRACTICAL CHESS GRAMMAR. By W. S. Ksvnt. 
Elegantly printed in foolscap 8to. embellished with numerous 
Platesy price 7s. boards. 

Vttti^m^i flitalsiif of €C|fii. 

ANALYSIS of the GAME of CHESS, by A. D. Philidor, 
illustrated by Diagrams, on which are marked the Situation of the 
Party for the Back-Games and Ends of Parties : with Critical 
Remarks and Notes by the Author of the Stratagems of Chess. 
Translated from the last French Edition, and fiiither illustrated 
with Notes, by W.S. Kbhmy, Author of Practical Chess Grammar, 
Chess Exercises, &c. &c. Handsomely printed in one volume 
foolscap 8to. with portrait and about forty plates, price 7s. bds. 

Ludomu effigiem hellL — ^Vida. 

A TREATISE on the GAME of WHIST ; with the Laws of 
the Game, as established at Bath and London. By Bob Short, 
with a beautiful Vignette, price 6d. 

A TREATISE on tiie GAME of DRAUGHTS ; with the Laws 
of the Game and Exercises. By Bob Short, jun. with a beautiful 
Vignette, price 6d. 

A TREATISE on the GAME of BACKGAMMON ; with 
the Laws of the Game and Exerdses. By Bob Short, jun. witii a 
beautiful Vignette, price 6d. 
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